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TYPE IN A WORLD FIRST ON YOUR XL/XE! 


A 



APRIL/MAY £1.50 


Track the sun's rays 
Sunplotter 



THE MAGAZINE 


COVERING XL/XE 


AND ST 
MACHINES 




CAN THE XL/XE BEAT 
THE ST AT CHESS? 

WE TRY IT OUT 


XL/XE 

NEW SERIES ON MACHINE CODE 
TURBO BASIC TUTORIAL 
SPARTADOS X REVIEW 


COLOS 


PROTEXT 

FANTASY ROLE PLAYING 
JOAN OF ARC 
HEADCOACH 
MIDI FOR THE LAYMAN 


THE ULTIMAIE 
" : program 



















ATARI USER 


LAST CHANCE 

OFFERS FINISH THIS ISSUE 


OFFERS 


ATARI USER BACK ISSUES 

Your LAST chance to get the ATARI USER back issues for 
1988 at a special price. Maybe you have just bought a 
65XE or a new 13C5XE? Maybe you missed a tew issues 
last year? Whatever the reason here is a great chance 
to get a lot iriore programming odvicOr stacks of type-in 
iistings, news of software, reviews of all the year's re¬ 
leases and lots more. If wont to get more from your Atari 
ond save some money take advantage of this offer NOW! 

ATARI USER BACK ISSUE PACK - 10 ISSUES 
FROM 1988 for JUST £5! 

Price includes postoge in UK. Overseas add £3 for postage. 
Orders will be despatched by surface mail only 


10 OF 
THE BEST! 

the best listings 
from Atari User 
ready to mn on 
disk 


GAMES Vol. 2 


£3.95 


Featuring Colour Puzzle, Dam 
Trouble, Reversi, Light Gun Bloster, 
Mine Runner, Brea kin, Submorine 
Hunter. Tyrants of Torment. Cloy 
Pigeon Shooting and Brog. 

TEN GREAT GAMES! FEW ONLYl 


STAROUAKE 

BIGGEST EVER SAVINGS! 


STAROUAKE Is an action pocked arcade game in which you 
control a Biologically-Operated Being through 600 ocHon 
pocked screens to rebuild the unstable planet's core. Atori 
User gave this on e;<cellenit review and you now have the 
chance to get it at an excellent price! 

STARQUAKE is d full-price gome available at an incredible 
saving - you can save up to £9! 


CASSETTE Worma///£6,95 
DISK Wofma//y £12.95 


OFFER PRICE £2,95! 
OFFER PRICE £3,95! 


FIREBIRD COLLECTION 

INCREDIBLE VALUE five budget 
titles for just £4.95 that's less than 
half price! ninja master, war 
HAWK, SPACE SHUTTLE, THRUST 
and MICRO fiHYTHM 
Five lopes for ONLY £4.95 
VERY UMITED STOCK 


THE ATARI EXECUCARD 

Your last chance to get 
the arnazirrg Atari solar 
powered cdlCutator at O Spe¬ 
cial price. An ultra-slim pock¬ 
et sized, five functian cal- 
cudiator that never needs 
batteries 


R!fP£S,99 


Offer price £3.95 


ATARI USER TOOLKIT 
SAVE £3 

A super Toolkit for programmers, both 
n&vice and experienced. Toolkit adds a 
number of foci lilies missing from Atari 
Bdsic. All these utilities included: CUCK 
Turn the keyclick on or off, DEL Delete 
lines or blocks of programs. REN Renum¬ 
ber your program, DIR Disk drive direc¬ 
tory. VAL converts hex/dec/binary, GIR 
Calculates Atari User checksums, LVAR 
Lists oil variables, CHANGE Alters norrifes 
of variables. STRIP removes oil REMs and 
reduces program size ond LISTING pro¬ 
duces all the Inverse and Graphics 
characters on on Epson type printer. 
Cassette £2.95 

Disk £3.95 


DISK STORAGE BOX £4.95 

A handy disk storage box for up to ■60 disks. 
Luxury padded PVC boxes ore strongly made 
to protect your disks, Complete with the Atari 
User logo. ONLY A FEW LEFT 


ATARI USER DUST COVERS 

Protect your computer with an Atari 
User dust cover made in clear water 
resistant vinyl specially to fit the 130XE 
(also fits the 65XE) and 600XL, Com¬ 
plete with Atari User logo. 

130XE/65XE £3.95 

800XL £3.95 
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TURBO BASIC 


£3.95 


The best language for every Atari User. Speeds 
up your existing programs or allows you to write 
in structured, more easy to understand code. 
Also includes a compiler to qive you near 
machine language speed without any know¬ 
ledge of machine code, So simple to use, even 
a beginner will hove no trouble. Check out the 
tutorial series in PAGE 6 ATARI USER for details of 
this superb language or see back issues of 
PAGE 6 for some super demos, 

Only £3.95 complete with manual listing all the 
features of this great language - probably the 
best thing you'll ever buy if you want to prog¬ 
ram! SEE THE TUTORIAL THIS ISSUE 


ORDER 

FORM 

on page 4T 


OFFICE II - 
SAVE £51 


One of the best serious prog¬ 
rams ever for the Atari. 

WORD PROCESSOR, DATA¬ 
BASE, SPREADSHEET, LABEL 
PRINTER, BAR CHARTS and 
COMMUNtCATIONS all in one 
great package, Highly re¬ 
commended in every review. 
This is the program to take 
you beyond gomes. 

PREVIOUSLY £19.95 
SPECIAL OFFER FOR A 
LIMITED TIME JUST £14.95 


SPELL ME for /our children 

A super program to teach young chiidren word 
recognition and speiiing. Each word has a picture 
and there are several levels and options. Leave the 
word on the screen to allow the child to match it 
turn the word off so that more effort is required or 
just have the picture to make things a little harder. 
Written by a primary school teacher for youngsters 
for 3 years and up, this will give your child a good 
start with words. 

Cassette £4.95 Disk £6.95 
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BLASTCOM 
Another machine 
language gamei 


SUBSCRIPTIONS 

Annual aubscription rates (6 issues) 


UK E9.00 

Europe £13.50 

Elsewhere (sea) £13.50 

Elsewhere (Air) £21.00 


PAGE 6 ON DISK 

A disk containing all of the B-bit 
programs from each issue of PAGE S 
IS available either separately or on 
subcrmtion. Single price £2.95 per 
disk, Subscription rates (6 issues) 


UK £24.00 

Europe £30.00 

Elsewhere (sea) £30.00 

Elsewhere (Air) Please 


enquire 


SUBMISSIONS 

PAGE 6 welcomes and encourages ils read¬ 
ers to submit, articles, programs'and reviews 
for fMJblk:ation. Prog rains must be submitted 
on disk or cassette^ arlK^tes should w^ienevor 
possible be submitted as le,Kl files on disk. We 
seek to encourage your patlicipation and do 
nol have strict rules id Submissions. If some- 
thiflig interests you, write a program or arlicfe 
and submit it! Ap^propnats payment will be 
made for all published programs and articles. 

All origirtal articles, programs and oiher mate¬ 
rial in PAGE 6 is copyright of (he author as 
credited. All uncredited material is copyright 
PAGE 6. Unless contairring the by-line 'All 
Rights Reserved' any materiel in PAGE 6 may 
be reproduced by User Groups and other 
non-profit making organisations provided lhal 
the author's rtame is included and PAGE S is 
credited as the original publisher. Permission 
to publish elsewhere should be obtained from 
PAGE 6 or the author. Editors of newsletters 
reproducing material are requested to send a 
copy of the relevant issue to the Editorial 
a<Wress of P.AGE 6. Whilst we take whatever 
steps wo can to ensure the accuracy df arti¬ 
cles and prograrns and the contents of adver- 
lisemenis, PAGE 6 cannot be held liable for 
any errors or claims made by advertisers. 

ATARI (TM) is a registered irademark of 
ATARI CORP. All references should be 00 
noted. PAGE 6 is an independent publication 
and ha .0 no connection with Atari or with any 
Other company or publisher. 


The next issue of 
NEW ATARI USER 
will be on sale 25th May. 
Editorial copy date is 17th April 
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THE CREDITS 

All of the ovmoI stuff is on page 3 but here 
are the people ivho made this issue possible. 

Les Ellin^h^iin did the editing, Layout etc. 

Sandy looked after the advertjsmg 

Stncey did oJl those things around the office 
vvithout which we would not survive {espe¬ 
cially making the Editor's coffee!) 

Thanks also to pohn R. Bamstey for comiiig 
in to help us out 

The Regular Contributors, who provide the 
backbone Of the magazine and can generol- 
ly be relied upon to come up with good 
articles and reviews, are ,, 


G4irry Francis 
Matthew Jones 
Johii Davison Jr 
Paul Riston 


Mark Hutchinson 
John Davison 
Jolm Sweeney 
Damon Howorth 


All other contributors for this iKue are indi¬ 
vidually credited alongside their articles or 
progrems. Thanks to everybody for shoring 
their work ond eothusiosm with other Atari 
uS^rs. 

Everybody keeps osklng 'Where's Garry 
francls/'. So where are you Corty? 

Impi'rarion for Ihi.? issue comeiv believe il or nol, 
from Roy rediscovered via Ibe Travellrng 

Wiibemes. Ntver a total fan of popular music in 
the sixik$ ! UmildnY nanmoiiy have dreamed of 
iisfenrng The Big O but .Wysieiy Girf very 
much of the eighties and bos lijeen conslonfi/ on 
the CD, ini fJw car, down the ofhce ... Ibr weelfs) 
BrilMnV- ArLw Spiice tvftrdt Jj growing an me as i 
wnte plus Martin Carthy, stilt amaiirigly good, and 
a reasonably pleasant ejfcursion from Dylan and 
tbe Ckod and a quick bit of Floyd at the end. Van 
[be rMi3J-t is sdVl irt H«(M, maybe Jsstic? 


Serious? You bet ! But Atari is supposed to he 
fun os well isn't H? 

The next issue of PAGE b could, feature 
YOUR article or pragram, so SEND IT IN! 


fACiE 6 shcfwi fuit you can (k> M/Rh your Alarf. IVflh 
ibt' H-Jf-crplron □rrTrreii' Oiifjiur on a iirrorrrin ohmJ use of ci 
npn? ftJJiafra for itK ancf ptotoi, (be rita^ttzirtc fj 

fjrtrpsrfd H?nrinri/ with Arfld hflJeJ cqu-ipmenii orhi software 
- aoi: (A MurfafcMlr or [ffM irr ^lkJlfrf ^ Hardmifr uifd Jnertrdes 
JJOXE, lOSO liM tiro't, SIO ifot drive. -1 Jf? cas-SelJ-p 
fKcajJonarl/.'J, SSO interfacr, NIC Ii023 printer, ItMOUT. 
Sh4i24 .WonNw, SH2<M fjcrrtf rflitlf drive. Cumortri ] 
rti ^9 iTriw, Cpiion kJiJOO prinJ'fr, Ifyofeca foscr pfirtrer, 
Mt-rtwrufifeiTprinler buffer. 5oflivaric rrat'/wfes Superscripl, 
Turbo irermii;, K" [nrflrtromm. Tj 4I!?-TAillC, l^'nr W\z, 
PC Jmtnmirrtm. iTWriler, Prvr^Jfr and firer 5i!Ftel PubJiJihier. 
Articles and pra^rams jubmiffed X.L/X.E di^ki are iuiv 
fected (0 ra'riov-j' C 4 iirarj! uriaen programs before 
ifonsferred acroW tO the ST via TAJ?[-TALF. All major 
edffJrig jj done m[h and pages ore JoicT oue kvitb 

Fief r Sfreet PuWiiVwr. A disk m(fr Jhr i^nished pages is sent 
1 ^ to ffte Setting Srudio- ffl iVewcairic (a typesetting burzau 
hVw milb' '^'bU'T •fb^' dne doing wch the ST} (o be 
ouipui; on Ci l.riiolroa 300 and. presro, ffafjibed 
are sen! buc.k, /f neoTiv does wr* . at iinsti ATI JbtiJ i$ Jefl is 
tn drop in The Jrimi^ and phoioi. WefJ, JCs not !;iurf<r 
erJsy iiT ifbaf. buJ yOU get the tdraf 





A LOAD OF RUBBISH? 


I t's bwn quite interesting over the past 
couple of months with lots of letters 
coming in,including a few from old 
Atari User readers saying what a load of 
rubbish Poge 6 isE Now that is something 
that vfe have not hod before tmd it can be 
quite upsetting opening the post in the 
morning after sitting up hll 2 o'clock doing 
the typesetting! You begin to wonder 
whot's it's all foFj especially when none of 
the writers actually soy why ihey think it's 
a load of rubbish. Actuolly there hove only 
been about half a dozen unhappy readers 
with the good comments outnumbering 
them by ten to one but it is always in¬ 
teresting to read criticisms. The only per¬ 
son to say why they didn 't like the maga¬ 
zine wos a young chop who complained 
that Page 6 was too serious, "just like read¬ 
ing a newspaper’ and if that if the worst 
that can be said I am quite happy! Give 
me the choice between producing the Inde¬ 
pendent or the Beano (or The 5un) and I 
know which I'd choose. Page 6 always was 
serious folks because it was bom out of a 
serious love for a great computer and it is 
hard to change just to satls^ the mass 
market, not that we want to change 
anywoy. 

Many criticisms revolve around the fact 
that we cover both the XL/XE ond the ST 
and come from those who seem to think 
that around 50 pages of & bit material 
with 20 pages of ST added on is somehow 
less than 50 pages of 8 bit material on its 
own. Otheis complain about the lack of 
colour, such as the guy who sarcastically 
started his letter along the lines of 'gosh a 
whole four pages of colour ,. haven't you 
guys got it together' and then asked for 
our help with a problem! Your answer is 
on page 79. What everybody totally 
forgets is simple economics, it costs lots of 
money to produce lots of colour and most 
magazines get this from all those colour 
advertisements- Now Page 6 wants to go 
on supporting the Atori S bit as well as the 
ST but how many full colour adverts have 
you seen lately for 8 bit software? And 
because we support the 8 bit we don't gel 
all the double page spreads from the com¬ 
panies that are only interested in the ST. 
Come to think of It how mony advertisers 
□re there altogether on the 8 bit scene? 
How much new software is there? 

How would you S bit users like a 100 
pagej full colour magazine published 
every month? Yes? Okay, you find at least 
twenty five advertisers, half of whom will 
do full colour ads, at leost 20 new software 
releases every month and sufficient other 
articles to fill It and then find 25,000 peo¬ 
ple to buy the magazine and we'll do it for 
you. Until then enjoy the fact that we do 
support your Atari and just consider 


whether Database would have sold Atari 
User if it was their top selling title. 

IT^S NEW ATARI USER 

Yes, we will be changing the title of the 
magazine from the next issue despite all 
the sentimental reasons for not doing so, 

The fact is that a new title will help us in 
the newsagents and with the computer 
trade and that means we will be able to 
continue to support your Atari for much 
longer (and who knows if we sell a few 
more copies we might be able to add some 
of that colour). The problems that we face 
are illustrated by a chat to our main local 
newsagent who didn't have Page 6 Atari 
User Ln stock and informed me that Page 6 
was no longer being published (because 
the previous distributors had said they 
were no longer handling it) and that Atari 
User has ceased publication (which it had). 
We can't afford to be ignored and the new 
title will clear things up. Thanks lo every¬ 
one who wrote with their views ond, yes, 
PAGE 6 will still be mentioned fairly prom¬ 
inently on the a>ver! 

SOME GREAT PROGRAMS 

Over the years we have-published some 
great programs and it is very pleasing 
when they keep coming in. This issue has 
somehow excited me more than any other 
recently because of the unique listings. 
ScTolly Text Editor is really great not only 
because it is o first for the 8 bit Atari but 
olso because it lets 8 bit users share in 
some of the 'traditions' of the ST and other 
computers and, perhaps mosl important Of 
all, it lets users share things with each 
other. This is how the whole Atari scene 
started and is what has been lost by most 
magazines, but we are proud to be able to 
continue the tradition of sharing your dis¬ 
coveries and achievements, however mod¬ 
est. with other users. The main listings are 
obvious ones to look out for but do check 
out the demos that accompany the 
Machine Code Library and Turbo Basic 
Tutorial, they really are cracking and 
show what you can do if you follow the 
tutorials and keep learning about your 
Atari. Another progrom that deserves 
mention is the bonus on this issues' disk -1 
have not had as much fun for ages-and I 
guarantee that if you play Under Staters 
Orders with a couple of friends or family, 
you will all be jumping out of your seats! 

A parting thought. Is there any interest in 
getting the listings from PAGE 6 on tape? 
We have tried in the past hut the sales 
hove been so low, it was not worth the 
trouble, are things different now? 

Les Ellingham 
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‘BOXED BRAND NEW' 

ATARI 850 

PARALLEL/SERIAL 
RS232 INTERFACES 
Few left - £55 


NEW! £7.95 

c gc" 

VERTICAL 
DISK RACK 

with stationery holder 


NEW 

ATARI XF551 
360K DRIVES 

WITH UYDOS D0S2.)( 
COMPATIBLE DOS SYSTEM THAT 
SUPPORTS THE SPECIAL 
FEATURES OF THE XF551 

STILL ONLY 
£139.95 


THE 

SUPER ARCHIVER II 

" The only TRUE duplicator (will out perform all other 
drive duplicators by approv. 500%) 

■■ BuiJt'in US Doubler (SparfaDos compalible) 

^ Special editors to repair damaged protected disk 
software and format disidtegralion (for when you can't 
get a feplaoemerit!!) 

* True double density (180k par side) 

* Plufl-in module and 6 solder wires For easy ^ 

installation £ 59.95 


CONTROLLER CARD PPB II 
BACKUP PACK’ 

locikjdes 'SutperOuit^p Toulkir which is E.uitabls fur msking backups gl protected diSK to disk 
software anrJ upgreding caMelte software to OisA. Includes rtrtnu maker, single and 
enhanced density sector dOpierS that supped Ihe high speed ol modilied drives, hi and lo 
speed backup dumpere, which includes 9 'save game in progress FacilHy'. pauser. immorla- 
bw iiUldy, Sy&lem reset commander srj you don't have lo keep switching ofl the Cdmpuler 
Id ra-boot and much morel I The Superdump Tooikil is surtabla for ALL Atari diak drives. 

XL version E49.95 XE version £54.95 


all Ihe features ot the standard 


ATARI XE130 CUSTOM 

130XE but includas a bulEt-in printer Interface, system reset commafidter so you 
don'I have to keep switchi ng off the computer to ra-booi, completely re¬ 
designed systein character set with E sign instead ol tFte hash sign, high speed 
_cursor routine, U-S. &y&lem colour defaults £70 05 


DOHPlJTEFlHOUBE 


£3.00 for 10 


DISKETTES 

5.25" DS-DD 43 TPI 

£25.00 for 100 


XURBOBASE 


TM 


THE INTEGRATED MODULAR BUSINESS SYSTEM 
"IBM POIVefi WITHOUT THE PRICEl" 

Write in for more information on this truly amazing 
small business package 


STAR LC-10 PRINTER 

Epson oompalible prirlers with superb NLQ and very accurals 
lirwfeeds for graphite printing not nornnally found in this price nangBl! 

STAR L&1CF £195.00 STAR LC-24 £340.09 SHEET FEEDER E59.95 
RIBBONS FORf LC-10 E4.00 LC-M £5.00 


WE NOW HAVE EX-STOCK A LARGE LIBRARY 
OF B-BiT SOFTWARE WITH SA VINGS OF 
UP TO 75% OFF THE NORMAL SELLING PRICE 
PLEASE SEND A SA,E. FOR LIST 


U, ROMILY COURT, LANDRIOGE ROAD, FULHAM, LONDON SW6 4LL 

Telephone 01-731 1276 


WIOCARD ACCEmrej 




XL/XE RDM CARTRIDGES 

ARCHON .. 

. 14,95 

BALLBLAZEH . 

. 14.9S 

BLUE MAX . 

, 14,95 

DREADNOUGHT FACTOR ... 

.14.95 

FINAL LEGACY .. 

. 12,95 

JOUST . 

. 12.95 

LODEBLINNER . 

. 14.95 

MOON PATROL .. 

12.95 

POLE POSITION . 

REALSPdRTS 

. 12.95 

AMERICAN F00T5ALL . 

.12,95 

RESCUE ON FRACTALUS .. 

14.95 

RIVER RAID .. 

. 9.95 

TENNIS .... 

. 9.95 

ZONE RANGER ... 

, 7.95 

XL/XE DISKS 

AUTO DUEL 164*1 .. 

.15.95 

DRUID . 

. 12.95 

EURO SUPER SOCCER (641) 

.12.95 

F 15 STRIKE EAGLE . 

12 95 

FOUR GREAT GAMES II ... 

. 5.95 

FOUR GREAT GAMES III .. 

5.96 

FOUR STAR GAMES I . 

. 5.96 

FOUR STAR GAMES II .... 

. 5.95 

GUILD OF THIEVES (64*] .... 

16.95 

INGRIDS BACK |5U| . 

12,95 

JIN)(TEfi(B4*| . 

. 16.95 

KENNEDY APPROACH ...... 

12.95 

KNIGHT QRC (G4lr TEXT] ... 

. 16.95 

LANCELOT |B4*| .. 

, 12,95 

LEADERBOARD . 

. 12.95 

MIRAX FORCE . 

. a.95 

MINI OFFICE II .. 

16.95 

RAMPAGE . 

. 12.95 

SILENT SERVICE .. 

12.95 

SPY VS SPY TRILOGY . 

12.95 

TIME A MAGIK (E4k TEXT) 

,12,95 

WINTER OLYMPIAD SB (64*1 

.,12.95 


XL/XE CASSETTES 


ACE GF ACES . 

2,95 

AMERICAN ROAD RACE .... 

1.95 

ATARI ACES . 

6.95 

CALIFORNIA RUN . 

1.95 

DAWN RAIDER ... 

1.95 

EURO SUPER SOCCER |64*] .. 

8.95 

F 15 STRIKE EAGLE 

8,95 

FOUR STAR GAMES 1 .. 

3,95 

FOUR STAR GAMES II .. 

3.95 

GAUNTLET (641).. 

2.95 

GRANO PRIXSIMUUTOfl .. 

1,95 

INGRIOS BACK[Uk] .. 

12,95 

LANCELOT i64*| ... 

12.95 

LAS VEGAS CASINO . 

2.95 

KENNEDY APPROACH . 

8,95 

KNIGHT QRC 464* TEXn .. 

12.95 

MIRAX FORCE .... 

6.95 

PERISCOPE UP . 

1.95 

PLATFORM PERFECTION |64k^ 

6.95 

QUARTET GOLD .. . 

3.95 

RAMPAGE .. 

8.95 

SHOOT EM UPS (54*1 .. 

6,95 

SPEED ACE .. 

2.95 

SPY VS SPY TRILOGY ...... 

8.95 

TIME « MAGIK (Mimi .... 

12.95 

VIDEO CLASSICS . 

1.95 

WINTER OLYMPIAD 58(64*) .. 

8.95 

ZYDEX .. 

2.95 


ST DISKS 

AFTERBUHNEH .15.95 

CHRDNa-QLEST . 24.95 

ELITE . 19.95 

FEO, of FREETRADERS ....24.95 

F-15 FALCON . .19.95 

LO MBAnOyRAC RALLY .19.95 

SPEED BALL .19.95 

TRIVIAL PURSUIT MEW BE6 .. 15.95 
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CRASH 

SIMULATOR? 


NEW ATARI XL/XE SUPPORT 


H < 


lAtari ore demonstrating their 
support for the 8-bit machines 
by launching a new label 
which will include both eit- 
isting and new software at 
budget prices. The lohel was 
launched initially in the U.S. 
but the first two titles were on 
their way to the UK os we went 
to press. Existing software such 
as Thunderfox and Twilight 
World will now be available at 
£2.99 and the first of the new 
titles Qt this price is Nucleus 
said to be 'difficult to exploin 
but totally addictive'. 

Full price software will also be 
produced by Atari commencing 
with Tiger Attack at £7,99 


which is said to be an K£ ver¬ 
sion of the arcade game Flying 
Shark. These and other titles 
should be available now, hope¬ 
fully in the Atari Games Cen¬ 
tres and other stockists. Atari 
will be extending the Games 
Centres concept with more re¬ 
tailers being appriinied. 
Meanwhile back at Atari UK 
headquarters in Slough a group 
of employees have taken over a 
mail order operation called 
ATARI WORLD which was 
apparently set up by Atari 
eighteen months ago to provide 
support for the XL/XE 
machines. Although not parti¬ 
cularly prominent in the pust^ 


Daryl Still from Atari states 
that ATARI WORLD will be up 
and running shortly and prom¬ 
ises total S-bit support with all 
current software available at 
discount and goodies such os 
tee shirts, badges and posters 
lined up. All currently produced 
Atari software will be available 
together with any third party 
software including educational 
titles. You need to become a 
member to participate and you 
will then receive regular mail¬ 
ings. You can get details by 
writing to R. Warner, Atari 
world Mail Order, Atari Housej 
Railway Tenace, Slough, Berks 
SL2 5BZ. 


If you are into Flight Simulator 
IJ, don't get into on XF5S1 disk 
drive, at least not yet. Various 
reports say that FS2 won't run 
on Atari's new drive. Sub Logic 
are, apparently, aware of the 
problem and are not ton 
pleased that Atari didn't test 
the drive more fully fjefore re¬ 
leasing it. Atori meanwhile are 
not about to start changing the 
drive so it looks like Its down to 
Sub Logic to sort it out. If you 
have an XF551j best check be¬ 
fore' buying FS2. 

We would be interested to 
learn of any other problems ex¬ 
perienced with the XF551 drive. 


THE AMIGA IS DEAD ... LONG 
LIVE THE 8 BIT ATARI! 


NEW DATE FOR 
ATARI SHOW 


If you arc all ready to trek 
along to Alexandra Palace at 
the end of April for the next 
Atari Show hold fire a minute 
because the next show has 
been pul buck to |une. We are 
not Sure exactly why the dote 
has been changed but under¬ 
stand that organisers Database 
Exhibitions have had long dis¬ 
cussions with Atari over their 
plans for the show and it wa.s 
felt that a later date would be 
more beneficial to all concer¬ 
ned. More likely is the fact that 
Dotabase are heavily Involved 
in launching and promoting 


the first European Computer 
Trade Show which takes place 
on the weekend before the 
usual date For the Atari Show 
and it is unlikely that the orga- 
nlsei^t could do justice to two 
shows on consecutive week¬ 
ends, Whatever, the show is on 
and you can come along to see 
PAGE 6 and other supporter^ of 
the Atari at Alexandra Palace 
from 23rd to 25th )une. Admis¬ 
sion Is C5 with P £1 discount if 
you book in advance. The Atari 
Xmas Show is also confirmed 
and will again be at Ally Pally 
from the 1st to 3rd December. 


If you are a dedicated 8 bit 
owner sick of being told that 
the XL/XE is dead and gone 
then you might be ve^' interes¬ 
ted in a little bit of news buried 
away in the back of Computer 
Trade Weekly, This major trade 
paper carries a weekly chart of 
software sales compiled by Gal¬ 
lup and split between various 
machines, For the post year or 
so the Atari has been lan¬ 
guishing near the bottom out¬ 
sold by the ST and Amigo and 
occasionally even by the BBC 
and Electron but during Janu¬ 
ary sales of softwore for the 8 
bit Atari began to creep up 
until the week ending 21st 
January sow a major triumph - 
Atari 8 bit soles 4.4%, Amiga 
sales 3,9%! The ST was still just 


ahead but only by 1%. 

Was it Q fluke? No, the follow¬ 
ing week saw the Atari increas¬ 
ing sales to 4.9% still ahead of 
the Amiga and just a fraction 
behind the ST svhich stood at 
5%. Then come a drop In sales, 
Atari down to 4% but the ST 
and Amiga plummetled to just 
2.3% each! Loud cheers from 
Atari 8 bit useis everywhere 
and a poke in the eye to all 
those software publishers that 
have steadfastly ignored the 
Atari over the past year. 

Next time so^meone tries to tell 
you that your old Atari is obso¬ 
lete, you know what you can 
tell them and let's hope that a 
few of the .software publishers 
take note and get some new 
releases out. 


OTHER SHOWS WORTH A VISIT? 


A couple of other shows might 
prove worth a visit, especially if 
you happen to be near, al¬ 
though no details are available 
of what sort of support there 
might be for the Atari. The first 
is a one day show called The 
Alternative Micro Show held on 
Saturday 1st April at the New 
Horticultural Hall, Greycoat 
Street, London, SWl. This is 
aimed at the real hobbyist and 
is open to all micros except the 
ST, AMIGA and IBM! The 


organisers want to give support 
to those computers that are not 
grabbing all the limelight in 
the media and that will Include 
the Atari S bit if any exhibitors 
are interested in turning up. 

Over in Essex from the 21st to 
23 rd April is The Essex Compu¬ 
ter Game Show, a show dedi¬ 
cated to those who just like to 
play gomes and especially 
aimed at the younger enthu¬ 
siast. No details of exhibitors 
were available at the lime of 


writing but the organisers have 
been working hard to get as 
wide a variety of machines sup¬ 
ported os possible and there 
should be some companies sup¬ 
porting Atari. 

Small shows like these were 
fairly common some years ago 
but disappeared when the PCW 
Show seemed to eat everything 
up. It is interesting that there 
now seems to be the demand 
again for the less formal show 
and hopefully these will pro¬ 


vide Qt least 0 small opportun¬ 
ity to promote the Atari 8 bit 
machines. Best idea. If you 
don't live round the comer, is 
to get in touch with the orga¬ 
nisers to see if there will be any 
Atari exhibitors. The Alterna¬ 
tive Micro Show is organised by 
Emsaft Ltd. who can be contac¬ 
ted on 0473 690729 and The 
Essex Computer Game Show is 
organised by Cambria Promo¬ 
tions whose number is 0268 
694777. 


6 


Page 6 ' Issue 37 

























NEW SOFTWARE 


COMING SOON 

4 1 


Despite rumours to the con¬ 
trary, several of the companies 
that became famous; for their 
Altiri titles stLiJ hove plans to 
support the S bit. Some in* 
terestiny new titles for the XL/ 
XE ure imminent including a 
couple that have been long 
rumoured and awaited. Tyne- 
soft should have The Last Guar¬ 
dian out by ntjw and are work¬ 
ing on Superman which was 
due for release at the end of 
February. Zeppelin, up in the 
sume part of the world, have 
Kenny Dalgleish's Football 
Manager on disk at £12.95 or 
on tope at £9.95 which has 
been written for the Atari by 
the same guy who wrote Droco- 
nus. Could be the most dyna¬ 
mic football manager game 
yet] Zeppelin hove also finished 
work on an Atari version of 
Star Wars which has been pas¬ 
sed over to Domark for release 
50 keep your eyes out in the 
glossies to see if the Atari ver¬ 
sion gets a mention. 

Level 9, who always Include 
the Atari in their plans, have 


two new adventures on the 
way, Scape Ghost and another 
as yet unnamed, which are due 
for early summer release. 
Atlantis are working on a con¬ 
version of Gun fighter although 
the release date is not known 
and in the meanwhile won't 
hove any new Atari titles, not 
because they don't want to re¬ 
lease them but simply becouse 
they don't have any. Mike Cole 
from Atlantis told us "We cer¬ 
tainly want to continue sup¬ 
porting the Atari 8 bit but we 
just don't have ony new prog¬ 
rams, if ony of your readers 
have good quality games for 
the Ataii ask them to get in 
touch". He added that they 
were quite disappointed os 
their Atari titles have always 
sold well and the Atari market 
Is now 'better than everi’. 

Postman Pat is still awaiting 
delivery from Alternative and Is 
now scheduled for 'around Eas¬ 
ter". Apparently lots of prob¬ 
lems and delays, looks like it 
could be quite a good simula¬ 
tion! 


/ donT fcnow, Jess^ 
it would have been 
completed much 
earlier if we hadn^t 
asked fhe Reverend 
Timms fo do the 
programming 


BARGAIN CORNER 

At the request of one of our readers, ] SrN Bull Electrical sent 
through a couple of newsletters, packed with information about 
cheap electrical and electronic goodies such as stepper motors, 
hydraulic valves, switches and prongs but buried in it all were 
some real bargoins for potential Atari owners. How do you fancy 
a brand new 65XE for £45 plus £3 delivery? Or on XC12 cassette 
for jujit £15 plus £2 postage? A new joystick fora fiver? .And if 
you ate into hacking there are dozens of electrical borguins for 
a few bob, 

we've no idea if these things ore still available but it might be 
worth your while getting in touch with \ 8r N Bull in case they 
have some more Atari bargains coming up. You can find them 
at 250 Portland Road, Rove, Sussex, BN3 5QT and the phone 
number is 0273 734548. 



NEXT 

ISSUE 


LOOK OUT FOR 

NEW 

ATARI 

USER 

looking something like this... 


Mocktip ititnfi Elite 



tl S E R £i .50 


From Issue 38 Page 6 will change 
its title, but not its style - look out 
for NEW ATARI USER at your 
newsagents. On sale 25th May 

If you buy your copy from a 
newsagent tell him about the 
change of title and make sure that 
he has a copy for you 

NEW ATARI USER is distributed by 
Diamond Europfe^s and should bo at 
all major nowsagents. Tell us if you can’t find it 


Page £ - Issue ^7 
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HOW TO TYPE IN THE LISTINGS 
and get them right! 


OUR UNIQUE LINE BY LINE CHECKER 
WORKS ON ALL ATARI XL/XE 
and eorlier 8-bit machines 


The ptogram In PAGE ^ are prepared carefully to ensure that 

they can be typed In as. easily os possible. Before typing any listings 
ensure t^at you ore familiar with the use of the Shift and CONTROL 
and INVERSE keys as outlined in your computer manual. The listings 
are prepared to match exactly what you see on screen. Every character 
that you may see In a listing Is included in the chart below for cross 
reference. By using TYPO 3 you con ensure thot you type in the 
programs EXACTLY os they are printed. Remember, a single typing 
mistake may mean a program will not run. 

WHAT ARE THOSE CODES? 

Each line of a program printed in FACE 6 begins with a special two 
letter code. THESE SHOULD NOT BE TYPED IN. They are used by the 
program TVPO to check that you have typed each line correctly. IF 
YOU HAVE NOT ALREADY TYPED IN THE TYPO 3 LISTING PLEASE 
DO SO NOW. The program can be used as you type in each line of a 
program or to check an already typed program. The code for each line 
will match but if you have problems check the listing conventions 
below carefully, you are most probably typing a CONTROL character 
incorrectly. TYPO 3 cannot check whether a line has been missed so if 
you have problems in running a listing count the lines in the program 
and ensure none are missing, if the TYPO codes match and the 
program still does not run, LIST it to cassette or disk using L15T "C:" or 
LIST ’’D:filenome"^ switch off the computer, re-boot and then ENTER 
the program using ENTER "C;^' or ENTER "D; filename”. Save this 
version in the noimaL way. 

HOW TO USE TYPO 3 

j, Ty3>e ini the listing carefully for although you can use TYPO 3 to 
check itsaif (see 6 below) it may not work If you have made 
mistakes. 

2. SAVE or CSAVE a copy of the program, 

3. Each time you wont to type in a program listing RUN TVPQ 3 first. 
The program will Install a machine code routine In memory and 
then delete itself. Now type in a line O-S shown in the magazine 
ejicfudlng the two feller code and press RETURN. 

4. A two letter code will appear at the top left of your screen. If this 
code matches the one in the magazine carry on and type the next 
line. Note, the code will not match if you use abbieviatiDns. If you 
prefer to use abbreviations LIST the line you have just typed, move 
the cursor to that tine and press RETURN. The code should now 
match. 

5. If the code does not match, use the editing keys to correct the line 
and press RETURN again. Repeat if necessary until the codes match. 

6. To check a line you hove aJreody typed LIST the line, place the 
cursor on that line and press RETURN. 

7. When you have finished a listing just SAVE or CSAVE it in the 
normal way. 

You can type \n a progrom without using TVPO 3 and then check it by 
SAVElag or CSAVElng a copy Of the program, running TYPO 3 and 
then LQADIng or CLOADIng your prcigram and proceeding a$ in step 
6 above. 

Always SAVE or CSAVE a program before running it and always use 
TYPO before telling us that a program will not run. 


El 1 ftEM WWMMMMMMMXlCKMKWl i kWMkKWnMKMMMMlfK 

flL Z HEM « TYPq III by aiec Bertson « 

* June 1^05 » 

5a 3 REM « a proofreader for ftRTlC and * 

« PAGE 6 based on TVPO IT » 
by AMTIC Hag^^ine * 
EL 4 REM W- W MMMMJKHMUkMM M K WB KWMkk H WkXMMM M'M' 
5G i.&d GRAPHICS Q 

MG ilO FOR 1=1535 TO 17?l!BEOD fl:CK=CK+fi! 
POKE I.RtHEKT I 

CG iZO IF CK<>3076S THEN ? "Error in tATft 
ftatoKenis ~ Check Typing":END 
YM 130 A-tJ5RCi53B? 

OT 14© ? :? ''Typo hi is up ana running”! 

HEM 

MR leoo DATA 104,160 > 0 > 165 j Zb p ? j, ZOl ^ 6^ 

HG 1010 Dam 240 p 200 , zoo , zoo , 1^2 ^ 36p 206 
OB 1020 DATA 242,^6,200,165,7^,153,26,3 
RK lose OATA 200,165,6,153,26,3,162,0 
RR 1040 D-ATA 105,6, 228, 157, 75 , b, 232, 224 
TO 105© DATA 15,200,245,165*53,141,63,6 
KC lObO DATA 16?,6,141,04,b,173*4,226 
EU 1070 DATA 105,0,141,55,6,173*5*228 
BK 1080 DATA 105,0,141,56*6,16^,0,162 
KK 10^0 DATA 3,143', 203, 20Z, 16, 251,56, O 
ZR 1100 DATA O* 0*0 *O,0,O,0,O 
LD 1110 DATA O,0,0,0,0,0,32,?4 
JM 1120 DATA 6,8,72,201,155,240,55,230 
TU 1130 DATA 203,133,20?,136,72,165,©,133 
TW 114© DATA 208,162,6,10,30,205,6*205 
MF 1150 DATA 144,7*24,101,203,144,2,230 
HU 1160 DATA 208,202,208,235,133*207,24,1 
65 

TM 1170 DATA 204,lOl,207* 133,2©4,165,205, 
lOl 

AH 1100 DATA 205,133*205,165,208,105,0,13 
3 

KM 1150 DATA 206*104,170,104,40,56,138,72 
HR 120© DATA 152,72,162,0,134,207,134,200 
GF 1210 DATA ±60,24,6,204,36,205,38,206 
EA 1220 DATA 36,207,30,206*56*165*207,233 
TH 1230 DATA 164,170,165,288,233,2,144,4 
5K 1240 DATA 134,207,133,208,136,208,227, 
162 

CB 1250 DATA 8,165,207,133,204,165*206,8 
KN 1260 DATA 204,42,ZOl,26,144,4,233,2b 
ItB 1270 DATA 238, 204,202,208,242 * 133,205 , 
16? 

BC 1260 DATA 120,145 *OO,200,1?2,4©,206,24 
? 

HU 1200 DATA 165,204,105*160,160,3,145,88 
QA 1300 DATA 165,205,24,105,181,200,145,8 
6 

MQ 1310 DATA 32 * 6?* 6,104,±68,76,153,6 
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Transdisk IV 

^ Now Only £19.95! 

Now's your char>ce to upgrade your to disk witft lh« most . 

powerful tape to disk utility lior ihe Atari - and at a spe-ciai summer oiler pricel 

What makes Transdisk IV so powerTuI? ilie ONLY tap# to disk utility for the 
Atari that wilh- 

• Hardle any type of cassette format 

• Hardle cassettes that load ejdra lewets (mnlli-load) 

• Remove protection Irom <^sselles automalicaily 

• Transfer rmofe ttianorie game to one disk 

• Use all available memory on ML and XE computers 

• Hardle cassettes that require ail edit of memory 

• 5uppori the Atari 1050 disk drive density 

• Supped modified double-density disk drives 

Requires^ Atari SOOML, 6SME or 130XE Coitipuier with disk drive and cassette 
recorder. 

Transdisk iV is supplied on disk and comes complete wlIJi step-by-step 
instrucikjn booklei. Nooiher programs are required-(he system is compleiely 
self-contained. 

Price: £11.95 (save £5-00) inctusive of lirst class delwery. 

Also available:- 


The Freezer! 


• Freezes lapo or disk programs 

• Outputs copy of Irozen progrartfa to a blank disk 

• Copy rurrs on any computer independent of Freezer 

Requires: Alan SOOXL, 65XE Or 130XE with disk drive. 

Price: £14,95 inciusive of first class delivery. 

Jransdisk iV and The f feeder togelft^sr £30.00 - save another £5.00 
To Order phone with credit card no. or make Cheque or P.O. payable 
to Digicom Computer Services Ltd. and send to 

DIGICOM, 

Unit 36, Wharf^lde, Fenny Stratford, 

MILTON KEYNES MK2 2AZ Tel. 0908578008 


.,4iii«Uiusc 



-Soft 



uiar€ 


presents 

1. PAINTBOARD 

2. NETWORK & KING'S PERIL 

3. COUNTER-SLOT 

1. Painftboard has many powerfuJ features which are supported by its 
30 ccniinartds, Commands include zoom, fill, colour, line, box, circle, 
airbrush, p*n, lead, save, gallery etc. Supplied on TDK cassette with 
demo pictures and utility programs 

2. The Network & Kings Peril are two separate puzzles which will keep 
you busy for hours! (A knowledge of chess useful with the King's 
Peril} 

3. CouiKter-SlDt is a 'simple to understand but difficult to Solve' puzzle. 
It will pfobabliy drive you mad while trying to solve it. 

PAIMTBOARD PACKAGE £6.99 

NETWORK & KING'S PERIL £1.99 

COUNTER-SLOT £4.99 

All programs run on any Atari, eKcept ST, with at least 43k 
Prices include postage and packaging 
Make cheques/PO's payable to Amethyst Software and send 
with your address to 

AMETHYST SOFTWARE 

3 Oban AvenuB, Da La Pole Avenue, Ajnlaby Road^ 

Hull, North Humberside KU^ GSB 


CALLISTO COMPUTER CLUB 

FOR ALL ATARI 800/XL/XE USERS 
SOFTWARE SALE! SOFTWARE SALE! 


ARCADE GAMES 

AzIbc 

eallblaz^r 

BatllBiqnp^ 

fteamrider 
&iue Ma:( 

DefBndBr 

Dig Dug 

Dranwius 

Donkey Kohq 

Donkey Kang Jnr 

Encounter 

Galadic CrB5l3 

Gau[>1lel 

Jgusl- 

Litlle Devil 

Mirier 204'9er 

Mr RntkH & Fajdary 

Mooo Patrei 

Mi. Pacman 

Pacman 

Pango 

Pitfall II 

Q Bert 

Rascun pit Fractalua 
Space invaderi 
Star Raisers II 
TFiundenox 
Zybex 

ZybiT/Speeif Acs 

WAR 

BaHalwi Commander 
Batlle drifisar (SSlji 
Decteipn m Desert 
Easlern Front 
Fin?i Legacy 
Nato Commander 


Caax 

disk 

Rem 

4.50 

7.W 


4.51} 

12.75 

1475 


... 

14.75 

, 

, , 

5.50 


'4.50 

14 75 



3.7S 


. , 

1275 

7-33 

3.35 




12.73 



12.75 

"s.so 

i'l.QO 


3.40 



2.30 

12.75 

12.75 


"4,50 

9.75 

'6.75 

"isD 

"9.75 



12.75 



12.75 



12.75 

"s.so 


12.75 



9.75 


• li. 

7.75 



14.75 



9.75 



14.75 

"4.TS 



2.7D 

"7.93 

... 

B.75 

21.60 


12.75 

16.65 


675 


12 75 

4 75 

'{in 



PRODUCTIVITY 
Alan WiHer 
Alan Writer Plus 
B Graeh 
Mini Office II 
Prinlshap 
iDuchlyplng 
VEicalc 

MUSIC 
Digitfrum i 
MuiiC CtMlIpaser 
Player Piano 

SPORTS 

ifiO Darts 
Fung Soccer 
Flgtrl N. BOaing 
Fpolball Manager 
JKky W. Dans 
Leaderbeartf 
Ninja 

Pole Position 
Bpead Ape 
'Spead Ron Rally 
wlinlBr Qlyntpiad 

ADVENTJRES 

Eternal Dagger 
Gnoma Ranper 
Guild ol hueyes 
Knight One 
tlltcniker 00 
IngtidY Back 
Jinjdef 
LancBfgt 
Lurtlnp Horror 
Morden's Quest 
SriicDn Dreams 
The Hulk 
Ultima III or IV 


29.DO 


2&.l» 


Arfyanfaget ol Joining (tie damisto Club: 

* Saftvare at diacDunt priees 

' EKClinive settware enfy available ID tnatribsrs 
‘ Public domain llbraiy 

* Regular newsletler aiHl special oner inEorntaUan 

FREE MEMBEnStllP - nembirstiiii is FREE when ysa purdiase any 
el iliB eeitware lisled below - ana, unlllib seme seltvare eluin, 
there is no ebl igeitiDn Id buy furllier SDttwaro 


■■ 

29.60 

14.95 


FLICtlT SIMULATION 





2f.60 


A[:b nt Acbs 

2.90 



4.75 



FlIglH Sim II 


33.95 



33.60 

... 

F15 Strike E^le 

E.75 

12.B5 





Fipnier Fitei 

B,75 

12.75 





SpId Right 

B.75 

12.75 


4.93 

4.33 


Spitllre Ace 

B,75 

12.75 


,, 


13.75 





4.25 

4JS 


CASINO 







fruinraD 

1.93 

2.93 


T lYl 



Las Ve^s Casing 

2.70 



4.!W 

4.50 

12.75 


Seven card Slud 

5.30 

"5.90 


2 30 

... 

14.75 

STRATEGY 




2 70 



ArctWn 



12.75 

2.30 

12.75 


Colossus Ctiess 

‘a.75 

1^75 


2.30 

12.75 

12,75 

LANGUAGES 

. 



”2.70 



Assemtiler Editor 



16.75 

6.50 

"s.so 


Basic kE 


._ 

&3..50 

3.50 

12.75 


EKt. Fig Forth 

5,30 






LviQ 



2^.50 




Turbo Basic 


"3.99 


a.75 

g.75 






0,75 

8.75 


ART 





16.95 


DecignBr's PetK:il 



12.75 

12.75 

12.75 


Microparnler 


16.95 



12.75 

5.SD 

12.75 
2.70 


21.00 

12.75 

16.95 

12.75 
21,00 

12.75 
16.95 


Prices inclDde pesbage aerl paefcagirtg Id UK - Cvorsois arH £l 
Exltllng memhaifs please i^uele memherElilp Dumber 


COMPILATIONS 

4 Star 1- Escape Dcemworld, Panic Expre^e : Cass ^.5{} 

4 Star 2 - Draadnaught, Space Wars, Screaming Wings, CnimblK Crisis • Cass 3,50 

Quartet Oold: Space Ware. Oreadneught, Liftte Myll, La^r hlawk: Case 3.50 

Public Domain: Sample cemprlatMiri ol B games end iitiKlies {IncAidee SOg voucher} 1.35 Cass 2.35 Disk 


Cheques guii Postal orders payable to: 

CALLISTO COMPUTERS, DEPT AU2, Gwelfor, RebQ, Airilwch, 
Gwynedd, LL68 9NE Tel (0407) S3D7D4 
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AILING CASSETTE 

I have an Atori 800XL and a 
tape reairder which will take 
most yumes e}tc 0 pt Americana 
which nicike some very goad 
games. I think the problem is- 
my tape recorder bccouse my 
friend has the same computer 
and when 1 plug his recrorder 
into my computer all the grimes 
work, I have been everywhere 
looking for someone to fix it and 
have not been successful yet in 
finding a person who will mend 
my Atari, Please wtjuld you lei 
me know of any places that 
would take an interest in my 
computer. 

Leigh Bmyford, 
Stoke-un^Trent 

Atari lo operate a number of 
Hervice Centres -nmrfnd fhe f.icwinirr 7 
smn// retailers but these 
now seem to have died and the 
/nuj'fjplc stores are rrnt g^Jtrtg to be 
interested rrr peopte's tittle prob- 
terns. tJrrc comparry that mis 
always good with repairs i.s AS. 
t-Vbotton and Jon who are trr die 
Resource Fite cii ihe Ixiok. of die 
mogcJJ^ine and another compony 
that will rej>air Atari's is FM 
Engineering, bnrt 260, Milton Sci¬ 
ence Pari;, Cambridge (phone 0223 
420007), although we are not .surt^ 
if they do cassettes, it sounds as if 
your cassette's heads may he rrui of 
tdignmentj a cornmon prohiem and 
relatively easy to fijf, but da check. 


(he fo.si' of repairs before sending 
any eguipmern off as repairs cun 
.s-Dmetjffres cosf almosf os much a.s 
a new machine! if any readers 
know oS a good reliable company 
iliat wrli reporrAtori 8-bit equip¬ 
ment please let us lincnv and vi^ 
wjYI trtcitjrie if irr our Re.source File. 


PROGRAMMING 

CHALLENGES 

I am 0 devoted Atarinn as you 
arc but there are a tew things 
that [ have to ask you. 

N{>w that Atari User has been 
stofJiHfd will there be any more 
shows? Also could wc have s^ime 
challenges for the few gcKKl 
programmers such as I. What 1 
mean is, Page 6 could think up 
an idea and wc readers have to 
write a program for that idea, 
you could then offer a prii:e for 
the best sent in. In Atari User 
there was a program to produce 
3-D images called 3-D DRAWER. 

I was really impressed it and 
it gave me the ideci of drawing 
.something on the screen and 
then [hanging its position, e.g, 
himing it around. As I am 
abs[>luLely pathetic at machine 
c[)de, [ thought you could find u 
gtxid programmer to do thi.s. It 
would be of great Interest to u 
number of people, Vou could 
draw a shape and turn Ifiat 
shape into a player, add a few 
machine code rtmlines and get it 
moving? On the subject of 


machine code could you recom¬ 
mend a book for the complete 
lieginner as [ am very willing io 
learn how to program ftister. 
Could you also give my praise 
and amazement to your prog¬ 
rammer Stoul Lay, What will he 
think up next? 

Hill, 

Coventry 

Pricings' tor (he suggestions. A 
programming corJipetJfiau wcudd be 
njce but froui post CApericricc we 
tourtd (/tat ft ;usf doesnY 
work. Wriaf seems /a happen i.s 
(ha( ewryone /hinks fbaf fherr 
etiorls wjY/ nof be as tpod u.v 
enejyorae cises, so uobw/y .sends 
(iftythjpg rui'' ibmc of our col¬ 
umnists have tried simple program¬ 
ming chaiienges with the .same 
result so it is unlikely that we will 
be f/ofng lhi.s in the neur /tj(ure - 
ijn/e,ss bunJrfd.s of you dentand it! 
The idea of drawing a 3-D image 
and viewing it from difterent angles 
has already t^een dotw in Page 6 
back. ir[ J.tsue 26 wfb i'o/id Modeii- 
sng, yvjLT tuuid even orifrnafe fbe 
[ 011 : 190 , tunting jVftages rrTfo 
p/aj-^^rs is more diffiaiit than might 
seem. The main problem is i.btj( a 
player is limited in .sue. aillKtugh 
you could cctmbine .ses'eral ^rtayem 
together. I here are a few public 
domafn Player .Mr.s.sj/e designers 
aroufid whj'cb might help buf you 
still need to add your own code to 
animate them. 

A tpcxl Ixyok tor niacbrne code? 


BEGINNER'S PROBLEMS 


! bought an Atari 65XE for my 
son ot Chri.stmQS without rcolis- 
ing the polenEial of such a 
mochine. Since then I have 
become lololly addicted, not just 
to software games like my son. 
but to programming aspects and 
especially the type-in listings. As 
a complete novice I do not 
purport to know anything at all 
about programming set could 
you please explain what is 
wrong with certain listings? I 
decided to hove a crack at 
fumble Cell from Issue 35 os my 
debut but when I ran it all i got 
was ERROR 8 at line 480. Im- 
ogine my dismay, 1 was totally 
ct.mfu.sed as I had used TYPO III 
and double checked and checked 
again. I also typed in Mu.sic Box 
from Issue 36 but as I ran it it 


gave ERROR over and over 
again in line 2002 . 

I would like lo add that 
although I have had the-ie [irob- 
iems, they are the only protikems 
I have encountered with your 
listings. 

J.B. 

Inverness 

We like to hear of anyone who gets 
addicted to the Atori and wc frke to 
help as much as possible wifb 
rij/7ct;i£i([es i>t to toe lisiings.. 
which j'jt why TYPO 3 was 
devel[ 3 ped. Now are you absotuteiy 
sure that you one using TYPO 
cormef/y and not tetting one or rwa 
rifwi-mu tobtog codes go try? There 
is no imsofi why yoa .^bouid get an 
error fn lumbie Cf arid' no possible 


way that TYPO could gi\je you a 
matching code if the line was 
wrtjng. ErTor S foxes all beginners 
because the error is noi in /be brTC 
fbat the computer .says is, buf j'n 
daJo riruf that tine is trying to read, 
fir the exampie of jumble Cell 
although your error is strictly to 
/.toe 430 t>ecause the computer 
fails ai the RL4D 8 storetocrrf, (be 
actual typing error will be some¬ 
where to imes 500 to SSO. One 
way (0 find exactly w/ic/e it is wben 
DA7.4 is being read by a ioop is to 
find out how far through the loop 
ihe^ program bas gone w/ien /f 
cncowntors toe error. Take a took of 
/toe 4S0 and you wj 7/ see a FOR ., 
NEXT loop which counts from 1 to 
32 rjnd reads the DATA to be- 
fweert. W/jcn you run the program 
and it stops w/fb toe empr, jype 


ict 
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UnibfluTiately aii the be.'it books or? 
rroiv Otjf of print drtd ffttr oniy ones 
that are easily amf/a£ife are Com- 
putet's Machine Lattguage For fte^ 
gjnners and Second Book of 
Machine Language^ both availabie 
through the Page d Accessory Sifk3p. 
Finaiiy^ yes there mViT f>e ^nare Atori 
User 5hci»v5 o/g-onued by Ltalaboie, 
detaih cue on the uew5 page rhis 

CjL'Cuf. 


ELECTRICAL CIRCUITS 

I hove jusl slarted dtring un 
electrical course to aid me in my 
job. Obviously the course invol¬ 
ves drawing circuit diagrams. I 
can recall seeing a program 
some time bock that enabled 
you to draw electrical drcuLt 
diogroms, Do you know of such 
o program and if so where f 
Could get hold of one? 

John Fallon 
Birminghain 

if you hia^fle an XL/XF the program 
you are probably thinking about is 
FAGi MAFSHAL M/bxdl has been 
doming socwi'' for aiMuf eighteen 
months buf u now dnajjy ovaffabfe 
horn the publishers Valar Software 
and, by coincidence,, is advertised 
for the first time jrr rWs very issue. 
The printouts and facilittes look 
excellent for an § bit rnachine.On 
the ST there is PC& Designer from 
Abacus software which is distri¬ 
buted by Precision ^oflwore and is 


available from I^ecision direct or 
from the many jofrvare- discounfcrs 
wbo don 7 odi^iTsie' in JPoge 6 ! 

NOT SO GOOD 

I own an Atari S-bit computer 
and 1 have been a great fan of 
Atari User for many years. I 
have just received the new Poge 
6 Atari User and I om afraid to 
say that it isn^t as good os the 
original Atori User. 

At first glance your new maga- 
7ine seems to be a bit too 
sericjus. Most ■S-bit users ore 
children who are 3oc>kong to their 
Atari for furif your magazine is 
just like the newspaperSr for 
example the Daily Telegraph. 
Atari User used to be a fun and 
enjoyobie magodnej I suppose 
that is the moin reason why it 
was so populor. Another few 
things that ore missing are a, 
TOP 20 chartr software solutions^ 
hints and tips on ■gomes, what 
games are soon to be released 
and what games arc released 
overseas. I know this is a tall 
order for you to undertoke but 
Os you only give Atari S-bit users 
40 pages then I do not think it 
would break the bank if you 
give us about 20 or 30 pages 
extra. Then Atari S-bit users 
would get the coverage we de¬ 
serve. I would oho like to com¬ 
plain that most of the pages, in 
the Atari 8-bit section are used 
up with type-in listings, hardly 


PRINT L {L fs the variable used for 
the ioop) and a number will be 
printed on the screen. This number 
wiii represent the data item that is 
causing the problem, for example if 
if were 16 the wrong data state¬ 
ment wouid he the 16th number 
court/lng from iine .J(X> up tg fine 
550. You wiii probabiy find that 
you have typed a character instead 
of a number or maybe put a 
comma at fbe end of the line and 
if you did then you didn't use TTTO 
properly did you? 

The Music Box problem is slightly 
different, but again should be 
pkted up by TYPO, The line is too 
long fg be fyped in a? if stands and 
you bare probably lost the end 
part. Although the computer can 
ihow four lines of a program on 
screen you cart only type in taree 


lines, ft’yioii see any program line in 
a listing fbat goes onto a fourth 
line then you njusf lind a way to 
squeeze that onto three lines. This 
can be done in several ways. You 
can type l^Kb S2,0 (no line 
number! and press itetam before 
lypln^ fo fbe line, you cm use 
abbreWuhoTOi for the command 
words, such as GR. for GRAPHICS 
and SO. for SOUNQ and finally you 
can acfudliy leave ouC nectriy all the 
spaces! The computer wiii sort il oil 
out for you. Mg.sf of frie.*? .sub/eef.v 
have been covered in past issues of 
Page 6 but the issues are now, 
mosfl); out offprint. As many of fbe 
good boofcs are now also our of 
print moybe ir^'s rime ro resurrect 
some of fbe oriicles if fbere are now 
a number of rtew owners sampling 
fbe dellgbfs of pmgrammiftg?' 


anyone has time to type them 
in, so please not too many. 

Austin Collins 

Ifou have probably upset 80% of 
Atari owners by referring to fbem 
as children! Readers of Page 6 
rar^ge from young.'rferv up to folks 
jrt dtefr .vbfrie.s und seventies with 
the majority iri berweeri. Tbc.-te 
people take their Atari seriously 
whicit Is why fbe magazine is more 
serious. Fun wirh your Atari is wafK 
you make ib not necessarily just big 
splashes of oafour and carroofi 
drawings. New games? We report 
what we can find out, but mosf 
publishers in fbe ^-bif field are 
hopeless af felling anyone whaf Is 
hof^nirtg and as for oi.^’rseos, ir is 
probably easier to gef VVblie House 
defence pt^r.s ihan if is fg get on- 
answer from an American software 
publisher/ We have tried. People do 
type in rhe llsflngs, erers Ihe iony 
ones, its bow a lor of people ieam 
to program. As for orr ejtrio 20 or 
SO pages not breaking the bank 
fell rhaf fo our banlc manager. Da 
you Icriow bow much these rhirtgs 
cosf? Ar a rough guess you could 
buy yourself aboirr 9,000 budget 
cassettes over the next year for 
whaf it wouid cost to put an extra 
.30 pages in every issuel 

GET IT WRONG! 

I have just received Page 6 Atari 
User and started to read it with 
some trepidation os this was the 
dawn of a new era for the 8-bit 
Atari user in this country. 1 write 
05 a great fon of the original 
Atari Uiier, which was o superb 
magazine. 

Vou ask for comments und 
within ten minutes of reodiing 
the magazine [ have to write to 
you with Q plea. Will Page 6 
adopt the excellent Get ft Right 
routine used extensively In Atari 
User for their new standard of 
error-checking Sasic programs? 
The routine can either be typed 
irir or is available on the Atari 
User Toolkit disk. The reason for 
asking you to adopt this system 
is .simple; TYPO III is outdated, I 
believe that alt ded.icated Page 6 
enthusia-sls would morvel at the 
speed and ease of use of the GIR 
program. Please take my critic¬ 


ism seriously. I can assure you 
that I am writing on behalf of 
every dedicated Atari User who 
regularly typed in prograriLs 
from the old magazine. 

Finally ^ a question - is my 
XF551 double sided (as I be¬ 
lieved was mentioned when 1 
bought it) and, if so, can iporta- 
Dos 3,2 use this facility? At the 
moment I am using DOS 2.5 os 
supplied and getting annoyed at 
the slow speeds the drive oper¬ 
ates at. 

Tris Luve 
Glastanbury 

A new dawn? We had our dawn 
long ago,, before Alari User was- 
even fbougbf of and don't plan on 
a sunset for a long, long, rime. I 
supposed fbaf ufillfles are sub/ettire 
things buf 1 conT boflesfly see bow 
Get ft %bf is beffer fbaa TYPO, 
With TYPO ygu iiif RETURN and 
know, there and (ben^ whether the 
line is right - NOTHflVC can be 
faster than Ihuf can it? 5ure^ If is 
easier to bare the error cade right 
on rbe llfieyau are iypfng fban 
baire to refor fa o^ciiart (baf migbf 
be fwo pages away? Tbe short 
answer is fbaf TYPO III lives ofi,. we 
bcfve bad dozens of leffers and 
pbane colis from Arari User readers 
sa)ring if is briliianf, so 1 guess fbaf 
il depends an your po^nl af view. 
The XFSSi is double sided, it is 
just that it needs the proper DOS 
wbiefi Afari bare still not released. 
ipariaDos wiii support true double 
density, if you can alTord if get the 
new SpartaDos X reviewed If! this 
issue. 


SOME LIKE IT! 

CongratulOritms on your take 
over of Atari User, the n^ew 
magazine is greot. Being q prog¬ 
rammer for my father's firm 
requires me to gather as much 
information about both ctimpu- 
ters as I can. With Page 6 Atari 
User I have the best of both 
worlds, only one 8 bit ma.gQzine 
to buy with a 16 bit section in 
the price but 45p cheaper than 
ST USER! Brilliant. Keep up the 
good work. 

Tyrpn Bdrnett 
Cmivey Island. 


More letters overleaf 
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GAMES CENTRES WITH NO GAMES 


COME DANCINCr 

Thinking of the superb gruphits 
of the Atari gave me an idea for 
a most unusual prograni and I 
think it would be a doddle for 
one of your oontributorj. 

In recent years Fve noticed a 
great revival among younger 
f^eople in the art of ballroom 
cJoncingj yes ballroom dancing. 
After allj prancing like frogs in a 
circle around a pile of handbags 
LsnT dancing, it's boring. So how 
about Q program showing the 
basic steps in the form of foot¬ 
prints moving around the 
screen, both sets of prints of 
course^ ladies and gent^. Dia¬ 
grams in books and their accom¬ 
panied instructions are frequent^ 
ly unclear and the timing of the 
steps is not easily understood. 
Who ki^ows, maybe the staff of 
Page 6 would be motivated to 
start a dance dub! 

E.G. Mitcham^ 

West Midlands 

Now thsre's a mast anusyuJ fjpfjii- 
rohof). / suspect that aif the mzmvl 
Atan programmem would find the 
machine code no problem bur 
would Wow riteir brojns trying to 
figure out the steps! Might be a 
problem gefUVig in the sound 
effects thmgh, a sampled 'Ouch* 
takes up a lot of memory! Mayt^ 
someone ™nrs fo try this out, fd 
rather do the more modem stuff 
just two fbafponts and ci whole 
bunch of RND commands! As to 
the dance club, our youngest mem- 
ber of staff, Jiucey^ is falling about 
on the floor laughing at ibe 
moment. Pull yourself rogerbef; girl, 
(his man is serious! 


Whilst reading your last issue 
I noticed the double page ad¬ 
vertisement for Atari Games 
Centres. 1 was delighted to Find 
that there was o centre close to 
me +1 went down to Toy cind 
Hobby in Manchester cuid 
found to my amazement that 
they had only three games for 
the Atari but a larger selection 
for other computers. They had 
no hardware at all. I'm won¬ 
dering how on earth it got to 
be on ohicial games centre 
with just three games as even 
my local video shop conies 
more Atari software. 

FoirhurS-t, 

Manchester 

I am writing to see if Page 6 
can enlighten me on on Item 
which left me shot down in 
flomesl 1 saw the advertise¬ 
ment in December's issue for 
the new Games Centres and 
saw Capital Computers .so off I 
went on a JO mile bus journey 
and what did 1 find? Four 
Atari S bit titles, so I asked the 
attendant what was going on. 
He said that Atari had sup¬ 
plied the centre but then recal¬ 
led it because Atari S bit 
games are to cease from Febru¬ 
ary. 1 was shocked, stunned 
and not amused at all! After a 
visit to Silicon Centre who I 
though supported AtOii but 
only bad 12 btles, 1 was about 
to give up when 1 saw a lad 
with an Atari tape. 1 asked 
him where he got Lt and he 
pointed me in the direction of 


Virgin's Megastore. To my sur¬ 
prise they had 22 titles so 1 
went home happy but still- 
shocked ot this state of affairs. 

Spike, 

Temple Gorebrld^ 

1 am writing to say how 
misleading the new 'Ofticiol 
atari Games Centres^ ads are. 
Tbe advertisement clearly 
shows Q stand with a very 
amount of XE software on it 
and states that there are hun¬ 
dreds of titles in store at these 
centres for both XE and VCS. I 
thought great, loadsa titles for 
both my machines. 1 already 
have ATARI WORLD to go to 
in my area plus four other 8 
bit/ves stex-kists but I rang up 
Toy and Hobby in Manchester 
and to my disappointment 
they hod only six VCS titles 
and no XE titles in stockl My 
disappointment turned to dis¬ 
may when I rang their Stock- 
port branch to be told that 
they had NO XE titles and only 
ONE VCS game! 1 am amazed 
at how ATARI W'ORLD Is not 
listed and these shops ore. 

Damon Shaw, 

Salford 

We can't realty comment except 
to say how sod the sifuefian is. 
Atari teli vs that they are 
extending the Games Cen tries 
and producing more 3 bit soft¬ 
ware (see news pages) but Jf 
does seem a shambles, fiow 
about eJeuring this up Atari? 


GENEALOGY ON THE ATARI 


The letter from Paul Ihomas last 
issue sparked off a good response. 
F,G. Rfohanlj from London sieges- 
ted several programs for Ihe 5T - 
CENERAnON GAP pubJished by 
Ffying P^ Software^ P.O. Box 633, 
St. George, UT 84770, USJl cost 
OTVund 189.9S - ROOTS U whkh is 
for the IBM but will nm on the 5T 
using PC Ditto, cost S195, pob- 
Usher not iTJOwn - NEWGEN writ- 
fen by Mr ft'cfwmfe bfmse/f priced 
at £15. If you send a SAe to him 
at 2 Pedfcannans Wood, London, 

SE 26 6RX he win send you full 


detais - COMPUTE YOUR ROOTS 
written by jesry l/aiis, Wdsacdi 
Geneokigfoaf Software, 2899 IVest 
7J50 South West Jordan, Utah 
84084, [/SA. price $29.95. 

Mr Rfchoidi also suggests writing 
10 the Society of GeneuJ^ist.^ J 4 
Chaherhouse BuMngs, Cosirveil 
RooftLondon FCJM 7BA which bus 
a special inferesf bchTdrng 
regular meetings to dliscuss geneoi- 
ogy and computers. It also pub- 
fishes a magazine coffod 'Cowpu- 
fers in Geneoipgy'. The Rimjing- 
ham and Midland GeneuiTogy and 


Heraldry Society ore also said fo 
have a computer branch, f bioify 
there is a book Computers for 
Family History; An fntrodbetfon' 
by David Hawgood published in 
1935 by Hawgood Computing 
Ltd,, 26 Cloister Road, Acton, 
London W3 ODE. 

Mr G. Mance of Essex aiso wrote 
as he was the chap mentioned in 
o(if reply who bought the f^ng 
Pigs Sbflware. He advises fhof fhe 
software and after sales support 
from fJying jPigs is exceflenf, donl 
be puf off by the name! He paid 


SORRY, BUT WE 
CANT HELP 

I have been having difficulties 
with Q progTOTn published in 
ATARI USER bock in February 
1988 entitled Cii-sfomising The 
Default Screen by Ken Breorly. 1 
can get the prtjgrum to make an 
ouio-btKjL cassette but when this 
OQSsette has loaded the computer 
just locks up. I have checked the 
listing with the new Get it Right 
but I cannot for the life of me 
find anything wrong with the 
program. Please can you et me 
know what is wrong? 

Simon Bowyer 
Winchester 

This 15 /iJL 5 ( representative of dozens 
of ktter we have receivcii flboaf 
problems with listings ftxn Atari 
User buf I'm afraid that, much as 
we would like fo help, we just can't. 
All of the listings from Atari User 
are /usl os new to us as Iriey ore to 
riiosc of you who have typed them 
to, We weren^i involved to evatoof* 
tog fhem ond have not seen a 
working version of mn.iif of (hem, so 
how can we answer your queries, 
short of typing in every listing 
ourselves? We itvouJd really like fo 
help buf If just ain't possrWe. 

Maybe there are one or two 
readers who have got Atari User 
programs rurrrrfng who would be 
wrllifig to help others out? If 
someone wonts to votonfeer to njn 
o sort of Afuri User fj'sltog hetpllrie, 
we will gladly publish details hut 
we simply do nof hove the ftoie fo 
help out. Apologies to all those who 
fhtoft that we don't care, we do, 
btxf we jusf don't have the resour¬ 
ces to and help with every guey. 


$42 by Access (using a credit card 
is by (hr the best way to get soft¬ 
ware from overseas). He cdso re¬ 
commends FAMILY TREE maga¬ 
zine ovoUable from W.H. Smith or 
dinert trtJui the ptiWishetif of 141, 
Great Whyte, Ramsey, Hunting- 
don, Cambridgeshire, PEI? IMP 
os well 05 the book mentioned 
above. 

Thonks also to all the other read¬ 
ers who wrote in with advice and 
suggestions. There is an article on 
Genealogy with the 3 bit Atari In 
Issue SO. 
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BLASTCOM Is Just what the name implies a good o-id fashioned blast as wave upon 
wave of aliens come swooping down on a vertically scrolling screen. There is no 
storyline (unless you want to make up your own) just fast, colourful, 100% 
machine code arcade action. Keep shooting ond ovoiding contact with the aliens 
until your luck and your lives run out. You have four lives to start off with and 
play until you have no more. If you are good enough you can get your name onto 
the high score table* Get typing and get blasting! Plug a joystick into port 1 and 
fire away. 

The program was written with a MAC65 Assembler and was turned from machine 
code to data statements using BOFFO from ANALOG magazine^s November 1984 
issue. The loader routine is also adapted from a program originally published by 
ANALOG. 

by Karl Fenwick 


taCM 00120 « 

•», -h ii> : iiLf Piw 



TYPING IT IN 




Simply type In the BASIC listing, using TYPO 3 to check the lines os you go, and 
then save the finished program to disk or cassette using CSAVE for cassette or 
SAVE "D:BLASTCOM" for disk. LOAD the program back in again and type kUM. 
Although the program is totally Assembly language it does not create a 
bootable file, the loader simply reads the DATA and POKEs It into memory. As 
the program is just over 2K in length there should be no problem nmning it on 
any Atari XL or XE or the older machinies. 


LISTING OVERLEAF 


GETTING THE SOURCE CODE 

The aufhar fs willing to make copies of the Assembly Language source code for BLASTCOM avaiiobte to any 
interested readers for a small payment. Send £2 far a lope copy or £S for a disfe copy to JJAfiDAXEK 
SOfTWARt, 3S Shawe Hail Crescent, Monchesfer, MJ? SEN, Make oJI chegues payable to 

SARDAKLR SOf TWAffif and please specify if you want MAC65 or Atari Assembler Editor verjtons. 
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BLASTCOM 


140 1 REn KMl l MM ii MMmC M m i inf iiH WHg M l l HH WMWM M* 


MV z DCH « BLll^TCOM ^ 

KD 3 RE« * ATARI KL^KE • 

JIT 4 UCM * tv ** 

JM 5 REM » K»r* FlPliWiCk * 

55 t «EM W-- « 

KU > REH w G MACAZIHE - EUCLAHD » 

HU 9 REH H MMII tfM WM Ml I Mi i W HIt a MIl MM I CMM M MW WI t lt K 
HO 9 REM 


TV Z^e TRAP 750 ! ACi'1>Rl=Z457e t AtDR2-Z4S7t 
MT 240 ? vail 0 f4W iwiwnts «hil 

e BLAST^CQM loads" 

ZG Z50 FOR L1HE-ZB0 TO IISO STEP 10 
AA 200 FOR K=i TO ZS 

ML 270 READ BVTE!POKE ARDR2,BVTE!AO0R2=A0 
ORZ + 1 

KA ZBO TOTALrT0TAL*-O¥TE 

QZ 2S0 X¥ TOTAL>990 THEB TOTftL=TC>TAL-AOOO 
LN 30« KEKT K 
TK IlB REAR CHECKSUM 

DB S2B TF TOTALOCHECKSUM THEM ? "DATA ER 
ROR AT LINE *«jLiHE:ENI> 

EM 330 NCKT LINE 
NT 340 A=USRCAO0R19 

0V 3S0 TF PEEKC1953=6 THEN ? “OATA OK*’9 EM 
D 

SB 300 ? **fiATA ERROR " 1 PEEKCISST iENA 
VO 370 REH M NPI IHI H I NMK M M MMK 
FM 300 ItEM START OF M/C » 

OS ISO REM DATA * 

VD 400 REM W -MH M MNK WlBiiN WWHN 

GK 410 DATA iOS , 0« 144-, 53 ^ 102 ^ 32 ^ 20 , SG , 32 , 
104,ft,32,64,97.32*110j S7>70,5j Sft,169 + 
0,141,173,102,127 

ZH 420 DATA 141>174,102,141,01,102,141,02 
,102,173,53,102,200,91,169,4,141,53,10 
2,169,0.141,03,102,162,000 
C« 430 DATA 0,1*9,113,102,157,121,102,109 
,117,102,157,120,102,232,224,4,208,219 
,160,0,169,2,153,221,103,177 
HM 440 DATA 200,200,192,0,200,247,162.0,1 
*9,106,103,221.202,103,240,4,144,20,17 
6,5.232,224,4,200,239,014 
TO 450 DATA 162,0,169,100,103,157,207,103 
,232,224,0,200,245,169,16.141,106,103. 
141.107.103,141,100,103,141,129 
Cl 4*0 DATA 109,1*3,141,110,103,109.6*141 
,196,2.169,12,141,197,2,109,0,141,190, 
2,169,0,141.200.2,757 
KA 470 DATA 109,14,141.199,2,169,3.141,15 
,710,169.65,141,6.210.1*9,2.141,1.210* 
169.170,141.0*210,579 
RN 4*0 DATA 169.104,141,744,2,141,9.212*9 
6,109.104.141,7.212,169.62*141.47,2.14 
1.0,212.169.20.141,434 
SO 49* DATA 111,2,141*27.200,109.3,141,79 
,200.169*0.141,12.206,169,224*141,145. 
1*7,169.0*102.0,109.264 
HT 500 DATA 7.157,6,208*1*9,54,102,157.19 
2.7,1*9,60,102,157.133,102,157,0,268*1 
89* 72.102*157*137,102,240 
OC S10 DATA 1*9,76,102,157*141,102.157,4. 
200.232.224,4,200,210,162,0.1*9,0,157, 
0.107.167,0,100.157.277 
MK 520 DATA 0,109.157,0.110*157*0,111.202 
,200.230,107,0,160,0*1*9.0*104,153,132 
,1*8.153,132,109,153,137 
H5 530 DATA 132*110,153.132,111.109*10,10 
4*153*224*107.700,200,200,737,224.0,20 
0*727,96.169*191,141.7,1*3,764 
KT 540 DATA 169,103.141,3,103.169,0,141,4 
8*2*141,7,717.169.103,141.49,2,141.3,2 
12,169.275,141*0*353 

YK 550 DATA 2.169,100.141,1,2.169*128*13, 
14.212.141,14,212,102.90,160.43,109,6* 
32,92,228*90.173*930 

LG SGO DATA 174.107,201,60.144.249*157*97 
,100.195.169,6.32,92*220,109.0.141,1,2 
10,141.3,210,141.5.22 
MJ 570 DATA 210,141*7,210.706,53,102.173* 
53,102.240.20,10,10*.169,0.153,221*103 
* 109*225,141.2*103.109.17 2 


JO 580 DATA 101.141,3,103*70.186,97.109.1 

51.141,2.103,169.183*141.3,103*173.16, 
200,200,251.141*30.200*199 
MK 590 DATA 96,162*O*13*,157.0,20*.232.Z2 
4,4.208.240* 109,0,133 * 77*23**57,102*20 
8*65,236*50.102,173.496 
LH 600 DATA 56,102.201,1,20*.55*169.8*141 
.57,107.141.58,102.109,755.77.54,182,1 
41,54,102.240,25,173,7*3 
HI 610 DATA 2,183.141*55.102.173*3,103,14 
1*56.102*109*9*141.2.103*109,102,141*3 
.103,70,74.90,173*577 
IK 670 DATA 55.102,141,2.103,173,50,102,1 
41,3*103,169* 225,141,0*2,169.100, 141,1 
*2,32,191,100,141.972 
PF 630 DATA 30,208 * 76,95 * 228,33*,61*182* 2 
0«,45,238,67*102.173,62,102,201,2,20*, 
35,109,0,141*61,102,921 
UH 640 DATA 141,62,102,174.63,102,109,121 
,102,40.0,754.121,102,76,83,98*222,121 

* 182.237,224,4,20*.2* 800 

X6 658 DATA 102,0.142*63,102,109.225,141* 
0*2.169,100.141*1,2*109,0,133*77,171,1 
46*102.141*5,200,453 

HO 660 DATA 173,147.187*141,0*200,32,191, 
180,173,174,107*240,3*70,20,100,173*0, 
208,240.3.76,209,99,457 
DU 670 DATA 173,11*200,740,3,76,209,99,17 
3,9*200,240,0,37,140.101.76,105,98,173 
.10,708,240*3,32,390 

HH 600 DATA 140,101,173.189*102*240,14.14 
1.7.210,169.39.141.3,210,738.109,102,7 
6.189.90,169.0,141.3,409 
UL 690 DATA 210*32,191.100,173*173.102.24 
0* ZO.32*121.101,169.234,141*5.210.173. 
190.102.141*4.710,230.190.971 
FA 700 DATA 102.76,236*90.169*0.141,5,210 

* 173.16,208.208,0.169*10.141.190*102.3 
2.70,101.173,0.711,027 

VM 710 DATA 41,15.201.15.249*17.10,170.1* 
9,81*102,141.3.99.189,02.102*141*4,99, 
32.7,99.169.1.71 

TZ 720 DATA 141.104.107.162.8.142.SO * 102* 
174,00.102.173,184.102,45.9.20*.740*17 

* 169.1*157.105,107.141.73 

OF 730 DATA 1*9.107,37.703*101*76.152,99, 
76.65.99.173,104.102*46*10*200,240,14, 
169*1.141*109,102,157*2 
KD 740 DATA 105*102,37.203,101.76*157,99* 
24.189,171.107*240,60*126*135.102.201. 
51.240*10*176.16*72.109*1 
MS 750 DATA 121.102.73,755,157,121.102.25 
4,121.107.104.70*113.99*201.200*144,13 
. 72,18.9.121*102,73. ZS5.1S7.320 
ZA 760 DATA 121,102,254*121.102.184*157,1 
33.102.169,0,157*0* 208*109*137,102*141 
,151,182*169,125,102*240,55.591 
FA 770 DATA 24.125.137.102,701*245.176.12 

* 157.13 7.107,141*150*102*32*09*108*76. 
187* 99*173.18*210,74,24.476 

Cl 700 DATA 185*51,174,80.102,157*133.102 
,169.0.157,0,200,189,137*102*141,151,1 
02,169.0,157,137,107.141*447 
RP 790 DATA 15*,102.32*09.lOO*14.104,102, 
230,*0.102,173* 80*102,201.4,246,3.76,1 
5*99,141.30*200.76,03 
DF 800 DATA 95.220,162.0,130.157,0.708,23 
2.224.4.708*248.169,1,141.174,102,141* 
30.208.169.0,141.57*320 
PZ 810 DATA 102.141*50.102.141.54,102.169 
.1,141*0.210,169.0.141,5.218,141,7*210 
*169,47*141,1,210*0 

AV BZO DATA 169*47.141.3.210.169,0,141,8* 
210.141*59.102.141,7,710,141.60.182,23 
B,174,107,162*0,109,913 
KE 838 DATA 141*102,24,125,129.107.7*1,70 
,144,7,201.735*170.3,157,141.107,169.0 
,157*0.708,237.724,4,917 
MF 040 DATA 288*220.24,173,59.102.105*2*1 
41,0.210*141.59*102,238.59.162,173,59, 
182,141.2.210.173.141*071 
EB 850 DATA 102.141,4,70*,173.144,107.141 
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BLASTCOM 


, 76, 228,174, S«, mz, 16? , 16S, It 


,103,88,111,1*3,80,111^103,196,111,163 

Z, 133 j 2», 16?,t, 133 j 209,146 


.68,111,163,68,111,103,86,261 

HO 8«« »«TA 170,172,181,182,145,2*6,ZOO,£ 


JO 1166 DATA 111,103,68,111,103,65.0,103, 

*«,20*,232,224,A,zee,246,172,1St,1*2,1 


34*1?,33,41,42,35.39.36,6,41,35.39,48, 

62,6,169,6,1*4,146,2tS,2*0,46 


38,0,18.18,387 

UO *7* DATA 280,20*,232,724,0,2*6,243,96, 


CK 1176 DATA 18,18,16,5.4.3,4,3,4,3,4.3,4 

173,144,1*2,201,92,144,49,189,264,133, 


,3,4,3,4,3,4,3,4,3,4,3,4,514 

207,76,162,1**,173,141,182,639 


DD 1160 DATA 3,4,3.4,3,4.3,4,3,4,3,4.3,4, 

au 660 tOTA 201,202,178,36,169,2,133.2*7, 


3,4,3,6,7.6,7,6.7.0,7,807 

76,162,100,162,8,169,141,102,24,181,20 


BN 1196 DATA 0,7,6,7,6,7,0,7.0,43,33,38,3 

7,167,141,102,231,224,4,66 


6,0.39,44,38,46,6,8.6,8,0,0,8,968 

H4C 090 6ATA 206,241,173,141,102,141,4,206 


DK 1266 DATA 0,8,0,0,0,0,0,8,49,45,43,48, 

,173,144,102,141,7,206,96,173,39,164,7 


0,41,35,39,40,38,0,16,16,18.19,16,0,45 

2,173,31,104,72,162,6,114 


i 

K6 908 OATA 189,24,144,167,26,184,169,32, 


Hit 1216 DATA *,34,37,33,41,42,36.40,41,0, 

104,167,33,104,202,16,241,104,141,24,1 


0,*,8,2,*.2,*,2.»,Z,6,*,8,0,0,763 

04,104,141,32,104,98,72,717 


VT 1226 DATA 0, *. 0 , *. 6 , *, «, 0, 8,0,0,0.8, *. 

LU 910 OATA 136,72,162,0,189,167,102,141, 


0.0,8,0,*,8,0,*,8,0,8,763 

10.212,9,192,141,22,206,232,224,16,ZOO 


GO 1230 DATA 0,0,0,0,0,6,126,193,196,219, 

,246,169,17,141,27,206,994 


219,185,183,126,24,153,189,231,219,255 

VK 920 OATA 169,134,141,10,212,141,22,288 


j169,6«,199,1*0,1081750 

,169,132,141.23,206,169,130,141.16,212 


RO 1240 DATA 155,230,87,57,230,230,57,57. 

,141,24,266,173,133,162,141,248 


236,155,108,108,155,3.3,3,3.3,3,3.3,19 

VP 93* OATA 0,206,173,134,162,141,1,206,1 


2,192,192,192,377 

73,136,102,141,2,200,173,138.102,141,3 


Gft 1256 DATA 192,192,192,192,59,20,128,12 : 

,206,169.54,141,0,2,109 


1 7,128,28,59,0.14,2*.93,127,83,28,14,8, ^ 

HK 940 8ATA 189,101,141,1,2,104,170,104,8 


6,112,58,24,24,245 

4,72*141,Ifl,212.141,1«,212,141,10,212, 


LL 1290 DATA 56.112,*,126.193.199,219,219 

173,142,102,141,6,206,693 


, 185,153,129,6,24,24,126,24.24.0,fl,6,8 

UJI 950 OATA 173,143,102,141,8,206,104,64, 


,*.0.6,24,965 

169,1,i4l,173,162,173,141,102,141,146, 


HH 1270 DATA 24.48,*.0,*,129,6,B.0.B,0.O, 

1*2,141,6,208,173,144,102,996 


0,8,8,24,24,0,8.9,12,24.46,99.84,481 

OK 96* DATA 141,147,1*2,141,6,208,160,215 


CD 1286 DATA 0,124.254,206,214,214,236,25 

,140,140,102,162,0,109,175,102,153,0,1 


4,124,24,96,120,59.56.56,254,254,90.12 

07,2*0,232,224,9,208,244,813 


9,162,14,28,56,254.254,671 

OP 970 DATA 96,173,148,102,141,161,102,56 


T5 1290 DATA 254,254.20,56,26,2*6,254,124 

,173,146,102,141,161,1*2,233,8,201,28, 


j12,28.90, 166,209,294.254,12,254,254,2 

176,21,169,0,141,173,102,881 


24,252,14,209,254,124,9*,951 

JC 960 DATA 172,148,1*2,162,0,170,153,0,1 


GD 1300 DATA 124,224,252,198,198,254,124, 

07,200,232,224,9,200,247.96,141,140.10 


254.294.14,28,59,112,112.IIZ,±24.254.1 

2,141,160,102,189,0,141,875 


98,124,190,196,254,124,124,254,019 

KH 990 OAtA 162,102,174.ISl.1*2.172,15*,1 


Bit 1310 DATA 190,129,14,28,59,112,0,0,24, 

02,189,0,167,183,6,107,93.0,1*7.197,0, 


24,9.24,24,6.0,0.24.24.0,24,24,48,5,12 

107.232,200,230,182,162,924 


,24,635 

KH 1006 OATA 173,152,102,201,9,200,232,96 


TU 1320 DATA 48,24,12,6,*,6,*.129,0,«,129 

,162,3,284,166,103,169.106,103,201,28, 


,0.6.98.48,24,12.24,48,96,0,0,9*.162,1 

206,0,169,16,187,106,1*3,117 


2.499 

VF 1*1* DATA 202,18,238,98,96,7,0,7,0,7,0 


UO 1336 DATA 24,6,24.8,0.90,1*2,110,110,9 

,7,0,7,0,7,0,42,46.49,43.43,36,48,0,96 


9,92,6,240.248.204.23*.118,128,162,236 

HA lOZO DATA 42,39,0,41,42,33.46.4Z.*,6,* 


,240,248.204.230.110.633 

,6,0,8,0,6,0,6,0,8,7,0,8B,33.40,593 


1 LP 134* DATA 220,196,2S2.12*,254.Z3*,192, 

J9 1030 DATA 37,«.47,36,48,49,45,35,SO,6, 


224,118,82,38,12*.254.229,Z4S.224,114, 

6,0,0,7,0,41,33,4*,51,33,50,36,40,0,41 


92,30,96,224,224,224,228,118,923 

, 2*0 


TD 1350 DATA 92.3*,192,227,247,2SS.2l9,19 

KR 1040 DATA 39,47,42.49,33,40,38,0,6,6,6 


5,99,231,120,254,239,198.230,118,54,30 

, 0,8,0,0,0,0,0,0,0,*, 6,6:,0,0.590 


.240,24*,204,230,248,220,2*6,519 

OH 1*6* DATA 14.30,46,62,120,126.12*,126, 


! Od 139* DATA 209.252,238,226,128,26.142,1 

132,132,132,132,131.126,126,123,0,8,99 


98,254,154,254,59.29,29,28,28,20,12*.2 

,5.99,9,99,5,99,674 


54.230,192,238,230,128,82.326 

2U 1060 DATA 5,99,224,101,224,161,148.16* 


OD 1370 DATA 19*,190.198,230,149,254.124, 

,9,99,224,101,224.161.134,100,8,99.224 


50,129,0,129,9*.28,30,62,126,231.231,2 

,161,224,101,6,99,1,823 


47,255,255,247,231.231.294,572 

ST 1070 DATA Z55.296,1,1,1,1,1,6,*,0,6,8. 


BR 138* DATA 254.230,224,252.24*,224.224, 

0,0,0,253,281,8,3,120.120,120,128,132. 


260,236,252,120,2*4,204,204,22*,23*,19 

132,294 


8,214,214,254,254,23*.19S,206,22*,262 

QJi 1080 DATA 132.132.0.0.0.0.0.0.6 . B.« . 6 . 


JH 1390 DATA £48,240.248,226.266,109^24*. 

0,0,108,109,110.111.*,2,4,8,8,10,12,38 


248,226,20B,198,238,124.246,8,0,4.0.6, 

zc 109* DATA 14,14,12.10,8,6,4,2,8,6,0,36 


*.6,0,0.6,0,292 

.36.38.0,38,38,*,«,36,0,0,*,0,0,324 


NL 140* REH * 2475BVTES 

HT 11*6 DATA 0,0,0,8,0,*,0,6.0.0,0,8,0,*, 


RP 1410 DEM LT5T T* PRINTER BLAST,BAS 

8,0,0,8,*,«,*,*,*,«,8,324 


DC 1420 LP0IHT "START OF BASIC LOADED. 

ZB 1110 DATA 0,0,«,0,«,0,0,0,8,0,0,e,*,0, 


PRINT ;lprint 

6,0,*.6,0,0,0,0,*.0,6,324 


OU 1430 FOR H=100 TO 390 STEP 14 

1 OP 1126 DATA 6,8,0,0,6.6,0,8,0,B,0,6.e,0. 


EL 144* LIST "Pi",H,N:LPHlHT "" 

0,0,0,112,66,191,103,16.128,71,91,1*2 


HP 1450 NEHT N 

AC 1130 DATA 163.32,68,111.1*3,88,111,103 


ZB 1490 LPRINT "START OF tMCMINE CODE DAT 

,68,111,183,68,111.103,86.111,183,68,1 


A."$LPRlNr iLPRINT 

11,103,66.111,183,68,111,39* 


PH 1470 FOR N-133* TO 139* STEP 18 

JU 1146 DATA 103.68,111,103,86,111,1*3,68 i 


EM 1460 LIST "Pr",M,M;LPHIHT "" 

,111,103,88,111,163,68,111,103,68,111. 


IS 1490 NEXT H 

103,88,111,103,68,111,1*3,749 


no 1500 LPRINT :LPRINT :LPfllHT “END OF PR 

ON 1156 DATA 66,111,183.68,111,103,88,111 


OGRAH" 

O 
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REVIEW 


CAN DAVID BEAT 


GOLIATH? 


CAN COLOSSUS ON 




About eighteen months ago Martin Bryant caused quite a s-tir 
when he released his Colossus 4 (C4) chess program on the Atari 
6 ‘hit machines. In competitions it thmshed 22 other leading 
home computer chess programs^ including White Knighh Sargon 
ni and Cyruss U, so it is obviously q very capable performer. I 
wondered how 1 could possibly review it, as even the old Atari 
chess cartridge can beot me! 

The recent release of Colossus X (CX) for the ST gave me an 
idea. Why not use CX pn the ST to tell me the moves to make 
against C4 on the 1BOXE? That should bolster the old brainpower 
up a bit! And not only would it match program against prog¬ 
ram, but also B'bit against ST - a reol battle of the giants, or 
should that be David versus Goliath? 

Both programs are very similar in futures offered, but as 
expected the ST version is faster, and graphically and! sonitally 
superior. The description below applies to both versions unless 
otherwise stated. 


MULTILINGUAL CHESS 


Unlike C4, CX is multi-lingual and has English, French, Ger¬ 
man, fipanish, and Italian options. The default is chosen and 
stored the very first time you play, but can be changed at any 
time if needed. There's also a language file editor provided, so 
you can customise it to any other language you want. 

On bootup you're presented with a 3D view of the board and 
chess pieces, and CX allows you to tilt and rotate it to your 
liking. If preferred you can easily switch to a 2D view. The board 
edges are lettered and numbered, providing the standard algeb¬ 
raic reference notation for each square. Various areas on the 
screen are used for action prompts, messages, and algebraic 
display of the computer's latest move. 

A second screen, toggled via the spacebar, shows a wealth of 
information about the game in progress. This includes players' 
names, chess clocks showing elapsed times for each player's 
moves, ariid a list of each player's last seven moves. 


WATCH COLOSSUS THINK! 


You can also witness the Colossus 'thought processes'. This 
shows his prediction of YOUR next move, lookahead search 
depth to find HIS best move, current line under investigation, 
number of different position.^ considered, and best line found so 
far. This lost item is shown in terms of physical moves plus a 
quantified evaluation of them, or put simply: whether he thinks 
he's winning or losing. 

This screen, of course, provides vital information about what 


COLOSSUS 4 

8-Bit: Disk £14,95, Cassette £9,95 
COLOSSUS X 
ST: £24.95 

Both from CDS Software 


THE XL/XE BEAT 
COLOSSUS ON THE ST? 
JOHN S DAVISON REFEREES 
AS THEY SLOG IT OUT 


course Colossus thinks the game will take. In my case he credits 
me with a lot more chess sense thon I've got! C4 does this 
evaluotion ot about 330 moves PER SECOND, while CX works at 
around 500 per second. Just like a human opponent Colossus 
continues thinking about his moves while you're considering 
yours. So - ponder too long and yodTl find he's hod time to 
consider oodles of additional possibilities. 

Obviously, when up against this level of mentol horsepower, 
you may not win very often (or ever, in my case!). Thankfully, 
the author has provided facilities for giving Colossus a lobotomy 
if you feel your ego threatened. These include such Jolly japes os 
time limiting his moves; forcing him to make your move for you; 
preventing him from thinking ahead during your turn, from 
predicting your next move, and from using his book of opening 
moves (3000 in C4, llOOO in CX). You can also interrupt his 
train of thought and force him to move immediately. Perhaps 
there's hope for me yet? 

CX also has a learning capability - he can extend his book of 
11,000 opening moves with promising new ones found during 
ploy, making him stronger the more he ploys. This book is held 
on disk and there's a book editor provided for experts to set up 
their own book openings for special purposes. 


AT YOUR COMMAND 


There are lots of other commands too, giving you o wide range 
of control. C4 has extra 'cosmetic' commands to change screen 
colours to your taste, but with CX you're stuck with those 
pne^vided. 

Both programs have setup commands permitting you to arrange 
the pieces for any legal position, to choose black or white pieces, 
and to change the board orientation * with CX having options 
for playing right-to-left and lefl-ta-right as well os the up/down 
options of C4, You can also set the playing mode., choosing from 
Toumament, Average, Equality, Infinite and Problem modes. 
Tournament mode allows you to specify the number of moves to 
be made in given time periods. Average mode lets you set an 
overall average time per move. Different values can be set for 
you and the computer, introducing another method of handicap¬ 
ping. In Equality mode Colossus tries to match his playing speed 
to yours, while in Infinite mode he searches ALL combinations of 
moves (up to twelve ahead) to find the best one. This could take 
Q 1-o-n-g time, so there's an interrupt mechanism provided to 
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force him to use the best one found so far if you get fed up of 
waiting. 

Problem mode is used for solving chess problems of the type 
often seen in newspaper chess columns. First, there^s the no'imul 
■■White to move ond male Black in x moves' type, os handled by 
most chess programs. Bui then Colossus has the unique ability to 
solve the more difficult 'selfmale' and 'helpmate' problems, too. 
C4 makes minimal use of sound, being limited to o few optionol 
beeps and burbles at appropriate points. CX can do for more 
though, with a choice of beeps, music, speech, or silence. On 
selecting music you can then choose to hear classical pieces by 
Chopin, Debussy, Beethoven, or Gounod playing away in the 
background. Personally, I found this distracting and much pre¬ 
ferred the speech option. This uses a software driven speech 
synthesiser to screak the prompts and messages appearing on the 
main screen, including each move CX makes. 

ACTION REPLAY 

Colossus stores every move made in a game, so you can step 
backwards and forwards through them at will. This makes It 
possible to see an action replay, recover from a disastrous move, 
or to go t>ack severai moves and try out a different strategy. 
There's game save and load features so yc.>u don't have to finish 
a game at one sitting. It also allows you to build a library of 
problems and games, with 19 problems .supplied with C4 (disk 


version only) and 10 in CX to get you started. You can lood these 
and solve them yourself, or let Colossus show you u step-by-step 
solution. In addition, complete games are provided (34 with C4 
diisk only, 29 with CX), some from matches involving famous 
players like Korchnoi and Karpov, 

Finally, there are a few novelty features. Vou can give Colossus 
severe brainache by making him play ogainst himself. Or, you 
cun scramble the contents of your own cronium by using 'invisi¬ 
ble' mode, making either or both sets of pieces invisible, thus 
simulating blindfold chess. 


IN PLAY 

Moves are controlled in three ways: algebraic notation input via 
the keyboard; arrow keys to directly position the cursor on 'from' 
and 'to' squares; or with joystick on C4 and mouse on CX. For 
beginners there's a Help feature, where Colossus will show you 
all the legal moves available for any piece on the btjard. And as 
you'd expect, he handles castling, en passant captures and 
promotions without problem. 

With C4 the moves are instantaneous, with the piece disappear¬ 
ing from one square and instantly reappearing in the chosen 
one. In CX, the piece slides to its chosen destinotion making the 
move easier to follow. Also, in CX you can change the normal 
cursor to a large hand which can pick up a selected! piece and 
manually move it to the required square. Neat, but slower than 
the sliding method. 

In play, both versions of Colossus behaved exactly as 1 feared. 
Slugged down to micro-cretin level they still wiped the floor with 
me when I played unaided. Actually, CX can be set to play to 
LOSE or DRAW as well as win, but pride wouldn't let me use this 
option! 


THE BATTLE 

So. with denied ego 1 played the two machines off against each 
other. The first review copy of CX I hod was very unreliable and 
cra.shed at the slightest provocation. It seemed this was an early 
pre-release copy, which didn't work properly on older ST's like 
mine. CDS promptly reploted it with the latest version which was 
much better, but still crashed occasionally, usuolly when select¬ 
ing menu items. C4 behave impeccably. 

Twelve games were played during the review period. They 
ranged in durotion from a short game of 53 moves in 23 minutes 
to a fairly lengthy 186 moves in 70 minutes. I found the results 
surprising - C4 won S, CX won 5, and two were drawn. C4's 
victories were always preceded by CX resigning before being 
checkmated, but 1 forced each game through to its conclusion so 
the victories were complete. When C4 lost he always played 
through to the bitter end and doesn't seem to have the ability to 
resign. 

Unexpectedly, CX seemed slower in response thon C4, although 
this could have been the subiective effect of CX's frequent refer¬ 
ence to its disk based opening moves book during the early part 
of Q game. C4's book is memory resident, so operates quicker. 

AND THE WINNER IS „„ 

On the evidence found during the review there's not much to 
choose between these programs. However, I'm awarding a moral 
victory to C4 (loud cheers from the S-bil cumpl) considering its 
performance against CX's superior speed and facilities. 

Both programs are great fun ond tremendous value for money, 
but the additional £10 for CX-does buy some nice extras. I 
particularly liked its clearer graphics, adjustable board view, ond 
amusmg speech option. Advoneed players vdll appreciote its 
more esoteric features too. But whether expert or beginner, ST or 
8-bit user, you con buy either version confident that you're 
getting state-of-the-art code. If you need a chess program, you 
need Colossus, • 
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UTILITY 



FINDER 

A utility from 
Robert De Letter to trace 
keywords and phrases in 
your programs 

I n the last issue of Page 6 there was a program for Fhght 
Simiilotor II that was set up specifitaMy for o printer but the 
irLSlructlons slated that you could chonge oil LPEINT com¬ 
mands to PEJNT if you were not lucky enough to own phnteTr 
Quite easy to do provided you con find oil the LPRINT state¬ 
ments^ but you are bound to miss some, don't you always? 

There must be many times when it wcuid be useful to change a 
particular statement or wording In a listing and it would be 
handy to have the computet show you eveiy occurrence of the 
word you are looking for. With this in mind FINDER was horn. 
There are utilities oround that will automotlcally change vari¬ 
able nomes for you but not keywords or phrases. Whilst FINDER 
doesn't actually change the program for you, it will find any¬ 
thing and allow you to note the line number so that you can edit 
a program in the normal way. 

Type in FINDER and save a copy. When you want to use it make 
o copy of the program you wish to change, in LlSTed format and 
save that file with the filename "DzLISTED.FMT”. If you don't like 
that filename you can change the two occurrences of the file¬ 
name in the program to whatever you wish (use FiNDF.R!), Now 
run the FINDER program, answer whether you want a printed 
report or just to the screen^ and type in whatever you want to 
find. All occurrences will be shown with the phrase highlighted 
in inverse on the screen. When you have finished the temporary 
LISTED.FMT program will be deleted from your disk. 

1 hope that you find FINDER useful in changing your progroms. 
Don't be afraid to improve on it, for instance by allowing you to 
choose from several filenames. The cleverer programmers among 
you might olso come up with a way to actually get FINDER to 
amend your progrom for you! 


MD 1 REM WMUMI I W W H W mC W MKM i tK M i t l tMW W mM t M M WW 


HI Z REM « flHDER » 
Hb 3 HEM * for ML/ME « 
KT 4 REM * by w 

az 5 REH « Robert « 
55 e ncH « —-- » 


KD 7 REM ^ PnCE 5 MAClAZlME - EHQLAHD w 
HV S REM H- W WWm tW KMM MM HMMKMm ff l l WH W WH W WW i tK 
HO 5 REM 

KK 10 RIM 55 C13e> ,S25 <1301 ,1-5 11303 j H5 (30) 
-Press any liey-“:P 

OKE 752jl 

Ott 2B Cl^OSE aZiOPEH 02,4,0 , I " ! CLOSE 03: 
TRAP 30:CLaSE HI: OPEN &1,4,0 , "‘D LISTER 
STRAP 2«0£Pn=0:CIITD 50 
ME 30 7 sav* tha pro^raw you w 

jnt to PxaHinc to disk in L15Tvd' far 
Mt” 

LT 40 7 the ■ LISTED, FMT^**jCLa5 

E tflf CLOSE HZ : TRAP 40000 i POKE 752 , A:CL 
n lEHR 

HP 50 ? "5+45aarch for PRICE 752: EH 
PUT SPOKE 752, l!? ^<^Prinit ta scraa 

n and printer 7 ■rw:i **:CET 
UR 60 IF K=0) THEH Pit=it? t7 “5at printer 
on line . . H^iCET t*2,K:0PEN 9J 

,8,0,"P!" 

FH 70 7 ;r0lt Ari TO LCIIt55):lF ASCC 

55CA,03)>1Z7 THEH 5Z5=55 
OR a* HEHT AilF 525=55 THEN lOO 
MC 90 FOR 0=1 TO LEMC5$3;525CA,A)=PHR5CA5 
CC55CA,A)3+1263[NEKT A 
EO 100 INPUT 1tl;L5 [ 6=1 lL=LEHt553 i IP LEN EL 
53(LEN(5S) THEM 100 
CR 110 IP L5t0«L3=55 THEM 140 
I PC 1Z6 B=e+l:L=L+l!JF L>LEH<L5) THEH 100 
LH 1X0 COTO 110 

HF 140 L5 e0,L)=5Z5:H=B+LEHt55) TL=0+LENt:55 
3-1:IF L>LENCLS) THEH 106 
GU ISO TF L5fll.L) = 55 THEM 140 
AM 160 B=B + 1 :L=L + 1 ;ir L>LEIiCL53 THEH 160 
HH 170 C0TO 150 

HE 100 POHE 766, UT LSlIF PR THEH ? B3jL5 
! ? B3 

eV 190 POKE 766,0:7 : IF PROl THEH 7 «5:? 

i6ET SZ,KEGOTO 100 
i MH 195 GOTO 100 

HM 200 ? ‘'EMR OF FILE, Another search ? ” 
VyH'MGET tl2,K:lP K-09 THEH 20 
HZ 210 CL05E »l:CL05£ BZ;EL05E «3STRAP 40 
0eO;KlO X3,|ll ,0,0,'*0 :LISTER,FHT'*:POKE 
7BZ,0:CLR :EHP 
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MERAK WINNERS 

Not tw TiKliii-y entrleK for the rempctitifiD protHibly because E unlnten. 
thiikfllly niAde the rirat i|ue]tiiaB too hard |thc others wtire a doddley. 
There were o«ly thin erttrlH that were correct and the wLniters ore 
probably the ''old men' of the Afarl world (lllce the 'Editor]), 1 can 
remeiiiber o yoiiny Tcff Mlntcr at a PCW Show held ot the Barbican 
showing off hLi first ^ame for the Atari colled Turboflcx (Ciidruiuier 
was Ihe next and hfs first big Atari hJt) bat It loohf like only three 
others went oloug {fuiuiy there seemed to be inlUkint there!). Apologies 
to all the youFigAlers who were probably only |Hst In TVac^ry school at 
the time (yes, leff, yoa ore getting oidlL we'U try to moke it eoiier ueKt 
time. 

Anyway the three who got U rl 0 ht were D. Stooford of Kinrois, PhH 
Brown of Newquay (definitely one of the old ^unsl) and Ion Hancock 
from Ncwcostlc. We promised 5 copies os piiru so we dipped Into the 
hal for onother coiiph who pat down Grtdrartoer os the first answer 
and tbe lucky two were Richard Osborn from Leeds VHlverslty and D. 


UPDATE 

MUSIC BOX (ISSUE 36): There was a problem with line 

2275 of this listing which got chopped off at the end because the 

line was so long. The last stotement on the line should reod 

GOSDB 85. If you type it in you will have to use abbreviations for 

the keywords. Alternatively you con split the line as follows i 

i 

AQ 2275 G05UB l50B ^ 

KJ 2276 50UHD QO , 00 j, 09,00 : GRAPHICS 04 : 5ET f 

COLOR QZ,02,Q2iSETGOLOR 04,06,94:aALOft w 

OI:PL0T 015j 06:bRAUTO O64,0S:GO5UD 65 ^ 

E 
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MIDI 


All the latest hardware and software in the rapidly 
expanding seene of micro music will be on dis¬ 
play, including keyboards, samplers, sequencers 
and professional studio software. 

With an Atari/Midi setup you can produce top- 
quaHly^ musiCf quickly and simply - editing oul 
mistakes in a way that’s impossible with live 
recordings. So if you're in any way interested in 
making musk with your micro this is the place to 
come to Find out all about it. 


CAD 


Computer Aided Design has grown to become one 
of the most important uses for modem computers. 
With a CAD sj'stem you can design houses, cars 
and electronic circuits - in a fraction of the time it 
would take you with pen and paper. 

With the high speed and powerful graphics of 
Atari micros it’s hardly surprising that bigger and 
better CAD programs are pushing back the fron' 
tiers all the time. 

And only at the Atari Computer Show can you 
see all the latest systems under one roof 


Many companies will he demonstrating their latest 
software and hardw'are, specially designed to 
release the full business potential of Atari com¬ 
puters. 

As well as products for the 8-hil and ST, you'll 
be able to tiy out applications for the powerful 
Atari PC compatible series. 

And you’it also he able to get expori advice from 
professionals. 


Alexandra Palace, Wood Green, 
London N22 
Friday to Sunday, 

June 23 to 25,1989 

Fri Sr Sat: 10am - fipm. 

Sun: 10am — 4pm 


Tihe Atari Computer Show is hack - with 
many new products and devehpmentSr Atari 
has grown to be oneof the major players in the 
computer woridr soppoiied by a'li incredible 
wealdi of top fiuality applications^ games and 
utilities - all oji view at this show. 



DTP 

The art of combining text and pictures is big busi’ 
ness nowadays because, with a low-cost DTP pro¬ 
gram, you can create anything from a club 
newsletter to a monthly magazine or book. 

At the show you’d he able to try out the latesl 
scanners, digitisers and super-fast programs, and 
get a tir$l-hand glimpse at the way DTP is set to 
develop in the future. 



GAMES 

Atari computers are renowned for their ability to 
run fasE-aclion arcade-quality games. 

The range of new software on show will demon¬ 
strate how the powder of these machinfss is con¬ 
tinually being stretched, producing faster and 
even more addictive games with superb graphics. 

The winning enti)^ in the STOS Gameswriter of 
the Year Award will be revealed, and several new 
•exciiing STOS accessories will he shown for the 
ftrsi time. 

If you're a keen game player^ youTI find there's 
so much on offer at the show - you're guaranteed a 
real treat! 

DON’T MISS IT 

So for a great day oul - whether you want to see 
what the future holds for Atari computer users, 
take advantage of the bargains on offer or get 
advice on specific applications - the Atari Com¬ 
puter Show is the place to go^ 

And if you send in the enupon now, you'll save 
£1 off the price of a single ticket! 

SPECIAL OFFER 

For the first time we are now offering a family 
ticket for just £11, allowing entrj' for two adults 
and tw^o children. So you can save up to £6 off the 
usual entry price! 

How To GelTkre 

Alexandra Palace is so easy to get to by car, 
rail, underground or bus. It has its own British 
Rail station, just nine minutes away from 
King's CrotSS, and there's a free bus service 
shuttling between station and show every 1E3 
minutes. 

If you 're traveUing by road, the show is only 
miiiiffes aw^ayfnjin /unction 25 on thsM25. 
Car parking is tee. 


D\TABASE EXHIBITIONS 


ADVANCE TICKET ORDER 


POST TO: Atari Computmr Show TJekvts.^ 
Oatabata EnhibitionSs FREEPOST, 
Effasman Part South Wirrmf LS5 3EB. 

Piease supply: 

n Adult tickets at £4 (s-ave £1J... 

n Under 16s tickets at £2.50 (save £1} „ £ 

□ Faffli i I V ticker at £ 11 (save £6)..„ £. 

Total £ 


□ Ch«cjoe pavabte To Database Exhibitions 
D Please debit my Aceses/Vrs^ card ooi 

U_UJ LLt. 1 I I I I I I L i [ 1 1 

Eitpiiry date; I / ~"1 
Signed,.,...... 

Atimis&ian at door: Advand« ticket ordari 

£5 must b« received by 

£^S0 (ondar tEs} Wedneiday, June 14 


Name. 


Address 


.......Postcode.,. 

PHONE OHDGRS: RING Show HotHine; E)51-aE7 2SC1 
PflESm OHOetS: KEY THEN «14S6B3S3 
MOOUNKniLECOM GOTO CODERS; 72;IUUG<W1 

qti&is cfedi'r esrd mimbef and M aiiiiptss Aesa 




















































PROGRAMMING 


MACHINE CODE 
LIBRARY 


Stephen Williamson starts a new series 


for programmers in machine code or 
BASIC with ready to run routines that 
you can use in your own programs 
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Above: CLtAR routine In Assembly 

Right: Source code for CLEAR in Basic 


14 ;WCH1HE CtlVC. LIRRANV 
3A ;Tiy 5I*ve riilliaNVan 
3B i f «r RAIpE c 
4e ; 

S9 jai.; - CLEAR MEMDRYt BASIC VCRSIDH 
AA tA sTrina CLcARl 

fm ;C4ll Rit^lC 

4« ;AtUSH CARR[CLEARS} r STARTiFINISH} 
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Most machine toJe programmers build 
up a library of subroutines that perform 
frequently needed tasks such as moving 
sections of RAMj setting up the Atari Play¬ 
er Missile system, saving and accessing 
disk Files etc. This series will provide you 
with a library of mochine code subroutines 
that will easily fit into machine code prog- 
roms and for non machine code program- 
meni, Tve adapted the library routines for 
use within BASIC programs^ so that you 
tan lake advantage of the extra speed that 
machine code provides. It is not necessary 
to know anything about machine code 
programming to use them, but a good 
knowledge of BASIC helps. 

All the assembly listings can be used on 
both the MAC/bS (the best Assembler on 
the market for the Atari S-bit) and the 
Atari A^'jembler Editor (sluggish, but it 
does the job), and can be easily adapted 
for use with any Atari assembler program. 
HEX numbers are not used in the listings 
as this makes it more difFicult to under¬ 
stand for the inexperienced machine code 
programmer - and besides my brain likes 
thinking in decimal 

CLEARING AND MOVING RAM 

The first two library routines will erase 
sections of RAM and move portions of 
RAM fmm one address to another. There 
are many uses for these routines: erasing 
and moving player missiles, clearing sec¬ 
tions of screen RAM, resetting registers to 
lero, copying sections of ROM to RAM, 
setting up redefined character sets - and 
many more. 

Each routine starts at memory location 
20000 , but can be easily changed to start 
at any section tjf RAM. The routines con¬ 
tain no IMP or jSR instructions which 
mean that they are completely relocatable 
i,e- they can be moved to any section of 
RAM without problems- This also means 
that when constructing the BASIC versions 
the routines can be held in string variables 
thus avoiding any clash with other sec¬ 
tions of Q BASIC program. 
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ADAPTING THE ROUTINES 

To odopt the Clear Memory routine for 
your porliculor application change the 
START and FINISH labels. These, as their 
name suggests, define the start and finish 
points of the area of RAM to be cleared. If 
you want to call up the Kjutine more than 
once using different values for START and 
FINISH then you must first lood locations 
203 and 204 with the lobyte and hibyte 
values of your new start address, and loca¬ 
tions 205 and 206 with the lobyle and 
hibyte values of the finish address, using a 
routine similar to that found in lines 160 
to 230 of the assembly listing. Then occess 
the routine at the memory location repre¬ 
sented by the label SI (line 270 of the clear 
memory listing). 

The move memory routine can be adap¬ 
ted in a similar way - all you need to do to 
customise the routine to your specifica¬ 
tions is to alter the FROM, TOO and NUM¬ 
BER labels. The routine will then copy the 
specified number of bytes from one area of 
RAM to another. 

BASIC VERSIONS 

The source code for the BASIC veri-ions of 
the routines is similar to the pure machine 
code versions, except that the start and 
finish parameters etc. are pulled of the 
stack with the PLA instruction ond then 
stored in zero poge. Remember when u.sing 
parameters passed from q BASIC program, 
the first PLA instruction gives the number 
of parameters, the second the hibyte value 
of the first parameter, the third the lobyte 
value of the finst parameter and so on. 

The BASIC program subroutines load the 
machine code dota into string variables 
and ore called from within q BASIC prog¬ 
ram using the command: 

A^U 3 RCADH(STRIirG$:i) 

List the BASIC subroutines to disk or cas¬ 
sette using the LIST "C:" or LIST 
*D:xxxxxxxx.xxjc’’ commands, then 
attach them to the end of your program 
by simply entering them using the ENTER 
*C;" or ENTER "Dixxxxxxxx.xxx" com¬ 
mand. To set up the clear routine use 
GOSUB 30000, and GOSUB 31000 for the 
move routine. 

To call the clear routine use the 
command: 

A=t;SRC ADR(CLEAR$ ) .START, FIHIEH^ 

where START and FINISH define the area 
of RAM to be deoned. 

The move routine is colled by: 
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Above: MOVE routine in Assembly 

Right: Source code for MOVE In Basic 
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OVERLEAF - THE ROUTiNES IN 
BASIC PLUS A GREAT DEMO SHOWING 
HOW THEY MIGHT BE USED 


A=UBRCADRCMOVE$),PROM- 
,TOO,number;) 

where FROM is the start of the RAM area 
to be copied, TOO is the area to be copied 
to and NUMBER is the number of bytes to 
be copied. 

THE ROUTINES IN USE 

The demonstraition pncigram is an exam¬ 
ple of how to use the subroutines in o 
BASIC program. The screen Is filled with 
hearts and a message printed on the cen¬ 
tre of the screen. The move machine code 
routine then copies the whole of the screen 
disploy to a buffer, or temporary store 


area. The clear routine then clears the 
screen display, before the move routine 
fetches the Screen data from the buffer and 
re-displays it. 

The second part of the program copies the 
standard Atari character set to a section of 
RAM starting at location 36864. The chor- 
acterset pointer is changed to point to this 
address (line 220) and then portions of the 
character set are copied from RAM to ROM 
to give the scrolling effect. 

I hope that these routines prove useful to 
you. Check out the demonstration listing 
□nd try to adopt it to you own use. Next 
time ITl bring you some more routines 
that will enhance your programs whether 
written in A.ssembly or Bosic. 
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NT 

OH 

QH 


les 

UF 

dU 

EF 

KU 


to 


IM 

TL 

lA 

tfU 

00 

CQ 

HZ 

YM 

HZ 

OT 

EL 

DV 


9Z 

K J 


Eft 


30020 REM 
30030 flEH coll Hithi 

30040 REK A = U5ReaOltCCLEAR^^^TART,FIMlS 

m 

300^0 OIN CLEAR^I4G3 
SOOC-4 FOB T = 1 TO 47!nEao A 
10070 CLEARS Cl,13=CHR5CA3 ;NEKT I 
30000 RETURN 


lee^O PATft i04,104,4.33,204,104.133,203 
,104,133,206,^ L04,133, 205,160,0,10^,0, 1 
45,203,165 

30100 OATO 203,1?7,205,20S,7,165,204,1 
?7, 206j 20S, 1 j ?6,24j 210,203,160,203,201 
, 0,200 


HOUE MC BayTINE 


Stephen Hilli^nsoiLO 


for FACE . 


30110 DATA 2,230,204,1?Z, 2SfS, 206,224 
31000 REH 
31010 REH [3Q 

31020 REN _ 

31030 OEM C4l1 With; 

11040 REN A = USR f ADRCtlOUE^l ,FflOn,tfl, HUH 
OER] 

31050 DIM MOVE$C75) 


31060 FOR l:=l TO 74 

31070 READ A;HOUE$CX,13=eHm^CA) 

310«e HEKT 1 
310^0 RETURN 

31100 DATA 104,104,113,204,104,133,203 
,104,133,206,104,133,205,104,170,104,1 


66,136,192,255 

31110 DATA 200,^1,202,13 2,207,134,206,1 
60,0,177,203,145,205,196,207,165,207,2 
01,255,200 

31120 RATA 9,190,200,165,200,201,265,2 
Ofl, 1,96,230,203,166,203,2011 ,fl, 200,2,23 
0,204 

31130 DATA 230,265,165,205,201,0,200,2 
,230,206,192,265,260,211 


MACHINE CODE 
LIBRARY 


00 

HY 

MT 

ON 

5K 

K5 

OF 

AU 

EF 

KU 


LB 


Itf 


30660 

30010 

30020 

30036 

30040 

5N3 

30650 

30066 


REM 

REH 

REM 

REN CO)] HllN; 

REM B=U6RlA1>fiCCLEAR3l , START, FXMI 


RIM CLEARS1463 

FOB 1=1 TO '471 REAR A 


30070 CLEARS(I,t)=CMR5CA3:NEMT I 
30066 RETURN 

30690 DATA 104,104,133,204,104,133,263 
,104,133,206,104,133,265,166,0,169,0,1 
45,203,165 

36106 DATA 263,197,205,200,7,165,264,1 


97,206,260,1,96,24,230,203,165,203,261 

, 0,260 

30110 DATA 2,230,264,192,255,266,224 


The CLEAR routine in BASIC 


ABOVE - the CLEAR and 
MOVE routines in action 


TL 

lA 

m 

DO 

ov 

HZ 

YK 

HZ 

UT 

EL 

DV 


5Z 


KJ 


E8 


KOUE Mr routine 


3l00i0 HEM 

31610 REN jjaa>wgrnwnggE 

31026 REN imBBiainHMMHHV 

31030 REN colt With: 

31046 REN A=U5RCAORrMOUE6>,ERDH,TOO,HU 


HfiER} 

31056 DIM N0VE$C751 
31660 FOR l:=l TO 74 
31076 READ A:MOUES(I,19=CHRSCA) 

31600 NEXT I 
31096 RETURN 

31160 DATA 104,164,133,204,104,133,203 
,104,133,260,104,133,205,104,176,164,1 
60,136,192,255 

31110 RATA 260,1,202,132,207,134,200,1 
60,6,177,263,145,205,190,267,165,267,2 
61,255,260 

31126 DATA 9,190,260,165,200,201,255,2 
66,1,96,230,263,155,263,201,6,206,2,23 


0,264 

31136 DATA 230,205,165,265,201,0,266,2 
,230,266,192,255,200,211 


The MOVE routine in BASIC 
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N ew products fn>m ICD always send shock waves of excite¬ 
ment graund the Atari S-bit world, and thss one Is no 
exception. It's the long rumoured development of ItD's 
excellent SpartoDOS 3.2 {reviewed in Issue 32) tolled SportaDOS 
X, which tokes Atari disk users to new heights in terms of 
facilities, performance, and operational convenience. 

For the uninitiated, SpartoDOS is designed as a replacement for 
Atari DOS, the disk operating j^ystem you would normally use 
with an Atari disk drive. A disk operating system is a collection 
of speciol programs which enoble you to store, retrieve, and 
manage programs and data on disk. Atari DOS is adequate for 
general purpose use, but more advanced users often wish it had 
more facilities - which is exactly what SpartoDOS X has in 
abundance. 

ICD hove been shipping Sparta DOS X with a temporary monual 
in the USA, pending the completion of the fully detailed final 
version. The review copy had the temporary version too, but 
Frontier Software tell me that all UK copies of SparlaDOS X will 
be supplied with the final version. If this is anything like pre¬ 
vious SpartoDOS documentation it should be first class. 

CARTRIDGE BASED 

SpartoDOS X is totally different from Atari DOS. tven its storage 
medium is different - it's CARTRIDGE based, and it^s a very 
speciol cartridge at that! It uses a whopping 64K of bank switch- 
ed ROM to hold the code. You've heard of a RAMdisk? Well, this 
is more like a ROMdisk! 4fiK of the ROM is mopped out like a 
disk drive, so if you perform a directory list on it you're shown o 
list of program filej> - just os if they were held on disk. As it's a 
ROM (Read Only Memory) cartridge you can't write anything to 
it, though. 

The main advantages of the cartridge approach over the more 
usual disk are fast access speed, disk space savings, and sheer 
convenience. Most DOS systems keep their component programs 
on disk and these get loaded in when required. If you have only 
one disk drive you have to either copy the DOS components onto 
your working disk (taking up valuable disk space) or swap your 

working disk for the DOS 
disk every time some¬ 
thing needs loading. 
With SpartaDOS X 
there's none of this, as 
everything is available 
from the cartridge, if s 
like having an addition¬ 
al high speed disk drive 
just for SpartaDOS. 

The top of the cartridge 
contains a cartridge slot, 
.so you can plug another 
cartridge into it. This is 
really intended /or use 
with programming lan¬ 
guage cartridges, but I 
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by 

|ohn S Davison 

found my original Atari writer cartridge and all my old favourite 

game cartridges worked too. The only failure was Atari Artist, 

which although it would run, seemed unable to do ony disk I/O 

for saving and looding pictures, ICD do warn you that there may 

be odd programs that won't work with SpartaDOS, so if you have 

a particulorly important prtigram you want to use with it, check 

before buying. | 

IBM COMMAND COMPATIBILITY 

Unlike Atari DOS, SpartaDOS X is essentially command driven. 

In use, previous versions of SpartaDOS reminded me of IBM 
PC-DOS (alright, MS-DOS if you really insist), although Its com¬ 
mand names were different. ICD have now taken this to its 
logical conclusion and provided additional alternative command 
names identical to those in PC-DOS. Mote - this does NOT mean 
SpartaDOS X can run IBM PC pr(}grams, just that both systems 
use the same commands to perform similar functions. Command 
syntax is very similar too, so now if you Icom SpartaDOS X 
you'll soon feel at home with an IBM PC. This could provide 
useful exj>erience for people whO' move on to a PC later in their 
education or employment. 

To prove the point, my seven year old sc.ui Peter (admittedly an 
absolute computer freak!) was able to happily operate my IBM 
TC Convertible-' laptop computer after ju.st a few hours use of 
SportuDOS X - someihing he's never done before. This included 
working with subdirectories, a topic which seems to confuse or 
even frighten many PC usei^, 

ATARI XFS51 SUPPORTED! 

One of SpartuDOS's great strengths has alwoys been its support 
of many different kinds of disk drive. SpartaDOS X con handle 
single sided disks of ^OK single density, 127K 1050 enhanced 
density, ond 180K double density. It ctliM handles double sided, 
double density 360K drives, including the new Atari XFS51 device 
which even Atari donl fully support yell RAMdisks and hard 
disks are supported, and for the odventurous it will also handle 
8 ^ ond 3.5" drives, assuming you can find an interface with 
which to attach them. Up to NINE drives may be used at once, in 
any combination of speed, density, and formcil. 























ICD show that the 
8-bit Atari is still at the 
top with the most 
comprehensive DOS yet 


High speed modificalions aren't forgotten cither, with support 
provided for the Happy board and {CD's own US Uouhler [re¬ 
viewed in Issue 32). It even supports high speed aperalion on the 
rarely seen Indus GT drives. And for even more performanoe it 
can use the I^OXE's bonk switched memory os a disk cache! 

You don't have to wony atxiut using differenE formats either, as 
Sparta DOS auttimatically recognises them. It hod no problems 
reading any of my disks, and switched between single, enhanced, 
and double density disks in SpartaDOS and Atari DOS formats 
completely imnsporently. It also coped with standard and 
skewed sector tracks for US Doubler high speed data transfer 
without troubie. 

At disk level SpartaDOS X uses volume labels, and also provides 
support for subdirectories (like folders on the ST) nested to any 
level you want, with up 1,432 entries in each - great For hard disk 
users. Commands are available to create and delete subdirector¬ 
ies, and to set the access path through to the level needed. Files 
can then be freely created, copied, and deleted in any subdirec¬ 
tory as required. 

Subdirectory operations may be performed by directly entered 
commands or vio a menu system, itself invoked by a command. 
This displciys several scrolloble windows showing a disk's sub¬ 
directory 'tree' structure and the hies contained in any chosen 
'branch' of It. Menu selections are available for viewing, print¬ 
ing, renaming, deleting, and copying any file shown. Files can be 
handled singly or as a botch, as you can selectively tag/untag 
files in the list and then perform a given operation on the whole 
group - a really useful facility. Menu selections are also ovailable 
for creating and deleting subdireLtories at any level. 

SpartaDOS has time ond dale stomping for files, provided by an 
internal softwore driven clock. Ciirrent lime and date can be 
permonently displayed on on extro line at the top of the screen, 
where it's updated every second. Unlike earlier versions of Spar- 


systems. ICD can also supply □ botlery driven clock cartridge 
called R-TlME S. This plugs into the SfXirtoDOS X cartridge, 
removing the need to .set the dale and time at every bootup. 

BUILT-IN ARCHIVING 

Another feature in SpartaDOS X is its ARC facility, based on and 
comfwitible with the system used on the IBM PC and many other 
systems. It con toke a group of files and compress them into u 
single archive file which takes up far less disk space than the 
originals. You can even encrypt them if needed. When required 
for use, they can be decompressed and split back into their 
original form. You're likely to meet this particulorly if you dial 
into bulletin board system.?, where much of the material is held 
in ARC format to save space and cut download time. 

Amongst its many other feature.? ore commands for file protec¬ 
tion; for hiding files from prying eyes; for finding files you've 
stored somewhere in o subdirectory structure, but can't remem¬ 
ber where; for unerasing files you've accidentally deleted; and for 
displaying files in hexadecimal and ASCII form. You can use 
batch files to execute sequences of SpartaDOS commands, to 
which up to nine user defined parameters can be passed. I/O 
redirection is also available for routing command input und 
output to devices other than the defaults. The cartridge olso 
contains a file called XEP80.SVS, which presumably meun.s you 
can use SpartaDOS X in SO column mode using the Atari XEPSOl 
The documentation did not mention this feature but Frontier 
Software have since confirmed that the XEP SO is supported. 

Most commands available in previous versions of SpartaDOS 
are here, although a few are missing or replaced by new func¬ 
tions. It's still pos-sible to run external commands from disk, so 
you could run old disk based SpartaDOS commands or even 
write your own if yt]u wished. 

For later release there's also the possibility of a SpartaDOS Tool 
Kit, supplying additional utility programs such as a disk sector 
editor. And, if necessary, ICD will provide cartridge upgrade 
chips at nominal cost if the base code has to change to correc-t 
bugs, etc. Both should be available through Frontier Software. 

CONCLUSIONS 

Once again ICD have triumphed, bringing us yet another 
superb product that opens up a whole new world to the 8-bit 
user. They deserve the support and undying gratitude of every 
serious Atari user in the land, as do Frontier Software for making 
ICD products ovuiloble in the UK at such reasonable prices. If 
you're thinking about upgrading your Atari's disk facilities, then 
moke SpartaDOS X a priority purchase. It's probably the shrew¬ 
dest move you'll ever make. 


SpartaDOS X 
Published by ICD 
Distributed by Frontier Software 
Price £49-95 


rci^e 6 • Issue 17 ZS 












XL/XE TYPE-IN 

sunplotter 


F'W 



S unplotter is q soime- 
what different applica¬ 
tion that may be use¬ 
ful for radio amateur?; or for 
educational! study and, hope¬ 
fully it will give yousome in¬ 
sight into how to drow de¬ 
tailed maps witho-uE using 
huge amounts of precious 
memory. 

Sunplotter will show the pas¬ 
sage of the Sun over the earth 
and the user can discover the 
latitude and longitude of any 
place in the world and also 

discover the local time. When the date and time of day are 
entered., the program will draw an outline map of the world 
showing all the areas covered by the Sun's light- These areas, you 
will findj not only move according to the hour but, as the map 
is based on the Mercator projection, the Sun's 'footprint' will 
change its shape according to the season. The program will show 
sunlit land in yellow and sea in blue, while night-time land will 
be in black with the sea in grey. These colours should give clear 
contrasts if used with a block and white screen. 

Once the map is drawn a cursor will appear w^hich can be 
moved about with a joystick while the text window will show the 
latitude and longitude under the cursor plus the time of Sunrise 
and Sunset of that place on the particular day chosen and by 
how many hours, ahead of^ or behind, GMT the IcecoI time is. 

WORKING OUT THE MAP 


sunplot .L 313 hours GMT on PEC E 
LIHIXER CUR50R LOWG 6 LAT 5SS 
local Sunrise « set: GMT 
GMT rti ntlS 4 6737 6033 


find out where the sun 
shines and what time it is 
anywhere in the world 


same colour as the back¬ 
ground. 

We could store the map by 
putting into tkitu a series of 
I's and 2's according to 
whether we want to show 
land or water for that particu¬ 
lar square but if we use 
Graphics 7, which gives 
reasonable detail, we would 
need to store 160 by 80, or 
12,800 digits. Instead we store 
a number saying how many 
times either of the two colours 
is to be printed and the switch 
from one colour number to the other every time the colour run is 
completed. This switching is done by the expression R=l-R. Such 
a method reduces typing time and memory regui remen is Iho-ugh 
at the cost of some screen printing time. 

With regard to showing the change between sunlight and 
darkness., since we still have two colours to play with including 
the background colour, we shift the colour number up and down 
two places while the mop Is being drawm, the position at which 
the shift is to take place being calculated at the beginning of 
each line. The formulae used together with the declination calcu¬ 
lation at the start of the program gives times and positions 
within about 15 minutes of those quoted in a nautical almanac. 
Greater accuracy would require a much longer program which 
would delay the map drowing process considerably, 

USES OF SUNPLOTTER 


In redrawing the map for the program the lines of latitude and 
longitude were made equidistant in order to make calculation 
easier. The areo of the world included was from 67 degrees North 
to just over 63 degrees South which avoids the problem of 
deeding whether it is day, night or twilight at the Poles □ certain 
times of the year. The modified map was divided into 160 
squares across by 80 squares down, making each 2.25 degrees 
of longitude wide by about 1.65 degrees of latitude high. These 
squares were allocated to land or sea but to fill in some of the 
blank areas some iislaruLs were designated land although smaller 
than holf a square. 

To understand how the mop is drawn by the computer you may 
like to enter the following one line program 

LO GRAPHICS 3: FOR 1=1 TO 4; PRINT #6; OHR$CI>;:TTEXT I 
which will give you three coloured squares plus one square the 


Radio Amateurs and listeners will find that having a complete 
picture of the sunlit ond, dark areas of the world helps treme¬ 
ndously in foreccLSting propagation paths on the short and 
medium wave bands. Others will no doubt find interesting uses 
for this type of informotton and muybe others will be able to 
come up with some more applicotions using the programming 
techniques given 

I would like to offer my thanks to Don whose useful suggestions 
were not always received at the time with the courtesy they 
deserv^ed! 

by Peter Scott Welch 
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sunplotter 


m 

£lf 

HD 

HT 

YP 

■CD 

HV 

NO 


PRETPfiRE h'tPnftV FOn CEJR^.C5R MOUES 


Mn w GFT T I Mt ftHIJ frfl TE 


JC 2BI 
PL ±7% 


I. itcH B Kitm ti tn w ummKwmm iiHMKWWMiiiii m -i w t 

7 ftCn * SUMDLDTTER * 

3 nCH » for ATARI HL^KE * 

4 REH » toU » 

5 REH *• PRtDr iCOtt ilAlch * 

D REH « --------« 

J REM * RRGE 6 HR^tA^lRE - EhCLAHD * 

4 REH t t WW W H'RWMIlMIII HIWlUfW l r R W l O l R p WM M M IIil 

i N£H 
iK m DE4 

VA HR RTH MS Ce«l ,M0N9 CXI ,G«T$C61 «Cti5)/■> 
CLS9 

DM 120 REM iJillifaliJ:^11 !i 

VR lit H«=**JAHIir£a2«HAftIiAPRX«MAVXlJUNl« 
^UlUll-AUGIlSEPltOCTIlHDUItDCCIl" 

XL 149 REH 
Zr 1C9 RESTORE ZZGt 
XT l«t FDR 1=9 TV IS 
RO 171 READ C,D 
NY !•• CCI9-C 
DP iVt DCI>=D 
FS 2«« NEMT Z 
TS 219 REK 
LV 229 E=1,D4D34149 
DP 2T9 H=E/2 
SV 249 F=96.9799292 
LT Z99 REH 

7 GMRDClZSFtT it 

t **9uiipi4jtt«r and 9unrls«/9yntPt f 
lDd4P"tt I? 

CD 296 t **EMTEft YEAR"!? "not bPforv 1792" 
■INPUT YEAR 

299 XF YEAR<1763 DR YE0R>»S7 THEN 299 
TP 399 XF VEAR/'4=IHTCVEAR/4J AMD YEAR7l9i 
<>INT(VEAR7199] DR YEAR/4e9=INTCVEAR/4 
99> THEN MSC19,16J"4 1P4P yP4r" 
UE 319 t !? "ENTER MONTH NAHE"e 7 "first 3 
INPUT MDNf 

HL 329 T=9 

US 376 FUR MO^l TO 59 STEP 5 
IV 349 IF M0N$-HSCM0,HD+21 TNEN 399 
KJ 3S9 T = T+VAL CMS (HO + 3 j PtD+4> } 

PE 399 NEXT HD 
■9 379 GOTO 310 

XM 399 ? ;? "ENTER DAY NUH9ER" 

C4 399 T "not Mor* th4n E"|UAL CMS rH0+3»ll9 
+413 J"] <U INPUT DAY 

C4 499 IF DAY>UAL CMS CHE}+3,HO+43 3 THEN 399 
UC 419 SN=T+DAY 

VD 429 t I? "ENTER TIME in GMT*' It "24 hou 
r ClDi:h-4 divits^*!INPUT GHtS 
UH 439 IF LENt4MTS3<>4 THEN 429 
LS 449 IF DAL CEVfTS C3^33 3>5 THEN 429 
FD 459 CMT^VAECCMTSI 

NH 499 IF GMT<9 VR 4HT>2469 THEM 429 
OL 476 GHsiMTtGMT^ltll 
L9 469 4H= CGnT-CHAI99]/'99 
HI 496 6=(i:H+tiM-12)*15 
LN 598 REM 

FP 519 SM=SM-3.762963 
AN 529 IF SM<9 THEN SH=5H«399 
RQ S39 CEC-1.91S741«4»SZRCSMII 
VO 549 CEG-SMtCEC4279.93354 
EK 5S9 XF GEG>369 TttEN GE6=4EG-369 
HA 569 SDC~9.3S791997S«61MCGEG3 
PR 579 DDEC=ATHCSDC7SaRC-SDDASDC+113 
OK 699 TAMDEC^SZNCDDEGF/C^OSCDDEC} 

Wl SP9 GRAPHICS 7 

AZ 699 PORE 16,64 1 PONE 53774,941 REM 




COLOURS 


MY 619 POKE 799,StPOKE 712,tlREM 
NP 6Z9 POKE 752,1: REM 


ON 636 ? "Plotting sunlight and darKooss 
fwr"ir :t ** ’♦iCHTSi" hours GMi on 
AV;" "IMONS;" "jYEftH 
PL 646 REM 
HH 669 LAT=F 
VH 669 RESTORE L6Z9 
B9 670 READ V 
YD 699 R=1"R 
XS eSfl FOR 1=1 TO V 
PH 760 0=P 
VC 719 H=PEEKC85J 
TO 729 XF HOt THEM 040 
EY 739 REM 


AT BETGIHKXNG OF EACH 


CALCULATE POSITION OF SUNRISE AWO SET 


749 LDN^TANDECMSIN GLOT3/CDS CLATl 

769 XF 1.0N>1 THEN RX = 9 lSE=169 : GOTO 639 

760 IF LOH<-l THEN RX=16«!SE = 91 GOTO 63 


PRINT MAP PIHCF1 -■■aUftnFS 


URSOP AND HOUF TT 


DH 
HI 
RH 

; ■ i ‘ 

MA 779 LON=-ATNCUON/SORC-LONPLOtt+llI+59 
6N 799 LR~<L0N-GI/2,25 
OE 7Y9 LS=C360-LON-G3/2-25 
NA 666 riser:SE=L61P=6 

iC 616 IF LR<0 THEN Se=LR + 16fl t RXi^LS : P=2 
BE 626 IF LS>i09 THEN RI=L5-l69iS£=LR:P-2 
MR 636 1.AT = LAT-E 

FH 949 IF n>=fl!l ARD H<=SE THEN R-Z-P 
AX 659 REM 

YR 669 ? t36jCHRStO+Rl j 
GH 679 NEHT X 
HJ 666 IF 0=295 THEN 919 
RC 099 GOTO 679 
RT 999 REM [4il^tg^UgMfg 
RC 910 K=Ht45!Y=¥+13 
NG 926 A=PEEKei653-24 
FT 930 PONE 54279,A 
tMI 940 pM=256«tA 
TD 9G0 POKE 559,46 
UH 969 POKE 33277,3 
MM 979 POKE 764,14 
EM 996 FOR I=PM+512 TO PM+649 
OA 990 POKE 1,6 
EP 1999 KENT X 
MU 1019 RESTORE 2279 
DT 1929 FOR X=6 TO 39 
PM 1939 READ A 
DK 1649 POKE 1536+1,A 
FE 1056 NEMT I 
OG 1656 S=STICKC93 
MR 1679 K=K + CC93' 

V=y+D(SI 

V=Y+|Y<13}-CV>92> 

M=M+CW<459-CN>264) 

Z = USR 11536,M,Yl 


YS 1999 
UE 1999 
HR 1199 
OU 1119 
KV 1129 REM 


PRINT HHEN CURSOR STOPS 


CLE<iR NHFH Clifi>OR MOUES 


YE 1139 IF 9 015 AND FLAG=9 THEN 1656 
GC 1140 IF SOlS THEM FLAG=ai? GHRSC123T; 
POKE 77,0! REM [aiKIMir 


CLEAR TEKI AND DI 5 QBLE ATTRACT M-ODE 


K4 1150 IF FLAG=1 THEN 1060 
MA 1166 FLAG=CS=1S1 
K6 1176 IF FLAG=t THEN 1069 
FJ 11B0 POKE 555,Or? "SunplDt ";GHT$;" hO 
urs GMT on "tDAYS" '*JM 0 NS;" "j YEAR 
EO 1199 LAT = IHTCtF-CY-13I»EI+9 .,5) 

E4 1266 L=ZttTCC176.975-CX-453«z.25)+9.5) 
XA 1219 7 "UNDER CURSOR LONG ";ABSCL3 

t 

CH 1229 XF L<9 THEN t "£"1:50X0 1249 
HV 1239 ? "iF»; 

MM 1246 t " LAT "lADSClATT; 

AS 1ZS9 XF LAT<9 TKEK t "S":GQTD 1279 
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sunplotter 


UF 1260 ? '‘N" 


AA 1760 DATA 99,1,1,6,7,1,27,1*1,21,1,6,1 

00 1270 ? "Ideal t i ii set 


,31 

GMT" 


MK 1776 DATA 56,1,1*5,7,1,28,22,1,6*3,28 

ViH 1Z00 IF 1<IJ THEW 2 "GMT plus ■■;:G0T0 1 


AT 1700 DAFfl 56,i,1,5,36,23,1p6,1,1,9,23, 

^«e 


1,1 

GB 1296 ? "GMT Minus "> 


UD 1786 DATA 98p4,6,2,27,22,1, 1,2i8>9,20, 

TR 1360 ? iMt + i SPOKE 657,1^ 


2.1 

GJ 1310 10H = TflHDEC»^lli <L01 1 7C05 CLOT! 


MH 1000 DATA 35,1,22,4,8,1,26,24,1,8,9,8, 

MF 1320 IF 1-0N>1 THEM ? "^un ^bdd* horiZd 


2,8 

n**;sGOTO iObO 


TC 1810 DATA 41,1,21,5,2*1,7,2,22,29*1,8, 

FU 1330 IF U0II<^1 THEN ? "^un below hariz 


5,6,4,6 

on" ii GOTO 1660 


RT 1820 DATA 67.6,4,1*25*29*2*5*0*4,9*6,6 

EH iJ46 LOI(=-ftTH tL0N7SQH t-LON»L0M + ll 1+?0 


P 1 

P« 13S6 4R=(L7iSl + <L0ll/lSI 


YU 1530 DATA 54,4,2?,25,1* 4* 16,3,8,9,4,1 

V2 1360 S(4=S1} SGOSUB 1410 


TU 1540 DATA 55,3,28,14,1,14*12,3,8*9*4,2 

BF 1370 ST= <U/153 - CLOIt715 J 


ZQ 1850 DATA 66,2,9,2,23,26,2,2,11,2*8,1, 

ZZ 1300 1416 


1*3*9*2 

QU 1390 GOTO 1666 


9F 1050 DATA 66,1>3* 2>1 * 4* 20,30,11,2* 8 *1> 

HU 1460 HEM ritil!LU 4 :1 HM. 1J1L1) 


2>1>7>1 

KE 1410 IF 5M<6 THEM SH=5M+24 


LG 1070 DATA 67,11,20,28,14*1,7,1*8*3 

WI 1426 IF 5H>Z4 THEM 5M=SM-24 


UV 1880 DATA 58,8,70,2*,14,1,8,1 * 6 * 1* 2>1 

ZU 1430 N=IKT(SMI 


IK 1880 DATA 70,11,18,1,5,18*21*2*1,1,6*1 

HK 1440 M=1HTC(SM-IMTtSMl3*60 + 0 -5J 


VP 1800 DATA 73,12,26,17,22,1,1*1*9*2 

DO 14S0 IF «>S9 THEM N=H+llK=0 


DM 1810 DATA 72*13*25*16*24*3,2,4,4*1 

KV 1460 IF THEM ? "0"i 


JZ 1828 DATA 67*13*25*10*1*4*29*2*3,4*1*2 

SB 1470 ? m; 


§ Ak 

HS 14S0 IF H<10 THEM ? 


HR 1830 DATA 61*1,4*13,1*2*24*10*1,4*26*2 

Jb 14»6 7 M;" 



OJ 1^66 BETUBN 


HI 1840 DATA 63*18*21*14,27*3*1*3,1,2*1*2 

DO 1616 REM TnW'1 mi■!’■"HIMjj 


,1*4 

IZ 1026 D0TO 1^3,2p20,2,7,1,3^1^Z«5j3^ip2 


KP 1950 DATA 61,20,21*13,28*1*6,2,5,5*3*1 

,4,7,5,0,lZ,4>i,4,3,62 


UP 1860 DATA 55*21*20,13,28*4,11*4*1*1*1* 

or 1930 DATA 2p1,3,1j£,1j3,1,2,6^5,6^4 


1 

>11,4,2,4,1,63,9 


DG 1870 DATA 94*21*20*13*31*0,4*3,1*2*3*1 

AP 1540 DATA 1,3,17,1,7,1,4,2,1>1>1>3,4,6 


TD 1800 DATA 54„18,21,13,35* 1,1,1* 10,1* 4, 

,9,7,1,12,5,1p 70 


1 

HD 1556 DATA 6,Z3,1,7,6,3,2,2,0,4,14,1>5, 


D3 1880 DATA 53*18*22*12,48*1 

6,2,9,1,94,1,7,6 


8D 2000 DATA 98*17,22,13*4,1*36*2*2,1 

KG 1566 DATA 6,1,1,1,23p7,5.7,2,Z1,6,Z>4, 


A6 2010 DATA 62,17*22,13*3*1*34*1*1*3*2*2 

1>95> 3,4,11 


BC 2020 DATA 62,2*1,13,22,13,2*2*33*5*2*2 

OH 1076 DATA 4,6,26,7,9,1,1,30,6,5,54,1,1 


* 10*1*3*1 

>3,1 


DT 2030 DATA 40*19*22*12*2,2*32*8,1*3*13, 

AT 1500 DATA 17,Z,6,14>1,4>7>7>24>2,4,1,1 


i 

> 3,3> SZ> 0,2 


8J 2040 DATA 48*14*23*10*4,2*32*12 

OJ 1570 DATA 15,2,11,21,4,7,24,Z,5,1,1,1, 


LA 2090 DATA 63,13*24,5,1,4*3,2,31,15*6,1 

2,53,8,3 


DF 2050 DATA 55*13,24,10*3,2*30,17 

PU 1600 DATA 26,14,2,7,1,16,21,1,1,7,4,1, 


FB 2070 DATA 51*11*26,8*4*2,30*10 

2,1,1,37,1,13,0,2 


IP zeoe DATA 60*10,27*8*35*18 

UO 1610 DATA 31,13,1,7,1,11,17,2,1,3,1,46 


DT 2080 DATA 60*10*28,7,37,10,1,7 

p1,15,6,1,5,1 


HU 2100 DATA 60,10,20,7,37,10 

VO 1620 DATA 2S,Z1,1,Z,1,5,1,1,17,1,2,3,1 


YD 2110 DATA 50 * 8,30>* 9,30,10 * 1 * 7 

,6Z,6,1 


HZ 2120 DATA 60*8*31*4*40*4*4*0 

HK 1530 DATA 33,14,1,12,3,3,22,64,1,1 


Vr ZISO DATA 60*8*31*1*42,3*6*8 

OK 1646 DATA 40,15,2,7,3,3,21,64,1,1 


GZ 2140 DATA 60,7,06*6,10*1 

J9 1556 DATA 41,27,1,1,25,14,2,1,1>4,3,3, 


HL 2190 DATA 50*7,07,9*11*1 

1,9,1,20 


HC 2168 DATA 48*7*103*2 

B9 1660 DATA 43,16,1,1,2p8,26,7,1,6,4,4,2 


UH 2170 DATA 48*9*109*1 

,3,2,33,2,2 


EV 2100 DATA 48,5,83,2*10*1 

MO 1570 DATA 40,16,1,7,27,6*3,1,2,4,6,3,2 


TY 2180 DATA 48,5,83*1,8,2 

,35,3,3 


OV 2200 DATA 50*4*104*2 

JS 1580 DATA 40,5,1,16,28,9,3,1,2,2,1,3,1 


HR 2210 DATA 90*4*196*4*58*1 

,4,1,4,2,36*1,3 


EZ 2220 DATA 86* 3,157,3,3 * 2 * 152,3 

UM 1680 DATA 47,22,27,4,1,1,2,1,2,1,1,2,1 


PM 2230 DATA 190*4*12*1*620,1,1*1*265 

,10,2,28,1,1*1,1,5,2 


B>^DZIM:14:BJOY5riCJ< h^a'^E 

TD 1700 DATA 41,22,26*1,8,4,5,2,2,1,1,10, 


HA 2250 DATA 0* 0,0,0,O*0,0,8,0* 0* 1 *1,1*-1 

2,28,3,2,4,1 



MK 1710 DATA 43,3,1,17,30,2,2,4,5,1,1,3*1 


0*0 

,7,1,30,2,2*3,2 


CM 2250 REM [iIVliVBI^11:110411 sSAil:] 

TM 1720 DATA 43,21,36,4,1,5,5,1,2,1,1,38, 


UL 2270 DATA 104,104*104y141 * 0 * 200*lOO* 10 

2,2,1,4 


4*160*162*0*108*24*5*153*0*138,232,200 

GU 1730 DATA 49,17,31,8,11,38,4,2 


* 224*7*208*244*85 

VO 1740 DATA 45,1,1,10,2,2,31,26,1,32 


ZG 2280 REM MlldfcfpIrMdiDIJ4 

HI 1750 DATA 54,1,1*10*2,2,31,26,1*32 


HU 2280 DATA 0*16,40,60*40*16*0 

• 
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DISK BONUS 


UNDER STARTERS 

ORDERS 

The Atari Racetrack 
by Barry Challis 

A great horse racing program for up to four players 


Under Starters Orders is a flat rac¬ 
ing game covering 34 meetings 
with seven races per meeting. At 
the start of the game all horses 
have an equal chance of winning 
at a starting price of 5/1 but after 
the first meeting, the starting price 
reflects the horses performance in 
previous races. Alternatively you 
have the option to create form at 
the stort of each game. 


There are extensive features in the 
game including 



* Computer betting for 1-4 players 

* Full colour animated race graphics 

* Save game facility 

* Multiple betting 

* 34 Flat meetings at all the major courses 

* 7 races per meeting 

* 1/2/3 form shown tbr current distances 


If you did not select COMP. BET 
the computer will print the run¬ 
ners as usual but will run up and 
down the field automatically 
showing each runners form. When 
you are ready to race pre^^s the lire 
button. 

FULLY ANIMATED GRAPHICS 


The race proper will show five 
horses from top to bottom with the 
names of each and the bets placed 
at the top of the screen. In the top 
right hand corner of the race 
screen the letters CF will show a 
computer form analysis and tips 
who should win the race. Study of 
this will give some indication of form and how it affects horses 
and will also take into account other factors unknown to the 
punter. Unfortunately favourites don't always win! The other 
lobe] 'POST' shows the distance left to the finishing post. 

SAVE GAME INSTRUCTIONS 

The option of saving your current gome is offered at the end 
of every meeting. Up to four games can be saved on the game 
disk and the current horse database is saved outornatically when 
yO'U save a game. 


* Joystick controlled 

* Home betting alternative 

* Print your own betting sfip,y 

* Name your own Worses 

* Photo /infjh 

PLAYING THE GAME 

Boot up with the disk which will automatically run the program. 
Leave the disk in your drive when playing the game arid be sure 
to remove any write protect tabs if you wont to save games (it 
is best to make a copy of the full program onto another disk). 
When the opening options screen appears use the START key to 
select COMPUTER BET ON or OFF and then pre.ss the fire button. 
If you select COMP,BET then you will be asked how many 
players (up to 4), Use o joystick in port 1 to select the type of 
bet from Single, Double or Treble by moving the stick right or 
left. Press the trigger to select. Next move the joystick left or right 
to select the amount you wish to bet. Pressing the fire button 
registers your bet but If you want to bet the course maximum 
of 25 just leave the amount on 0 and press the trigger. 

Next use the joystick up or down to choose your horse for the 
first mce. The previous wins of each horse ore shown to the right 
of the horses name and os you move the joystick the second ond 
third ploces of the highlighted horse ore shown. When all players hove 
entered their bets, the race begins. 


EDITOR INSTRUCTIONS 

The progrom has S horse databases on disk of which 4 are user 
definable and there are 708 horses in total! It is possible to alter 
the details of each horse on the redefinabk databases and sove 
these chonges to disk. Just press SELECT on the main title page 
for the Editor. There are 78 horses in each dotobase and on 
selecting the Editor you will be asked which horse you wish to 
edit, just enter the number and type the new name. Use the 
arrow keys (without the CONTROL key) to choose the colour of 
that horse. You can change all of the horses if you wish or just 
a few. Return will allow you to exit the editor. 

That's about it. Play Under Starters Orders with a few friends 
and we guarantee that it will having you leaping about and 
cheering os your horse crosses the line! This is one of the best 
multiple player games we have ever featured in Page 6 (it is also 
playable by 1 player) and will give you hours of play. Every once 
in a while o gem comes along! 

Under Starters Orders is the honuf on this issue's 
disk and Disk subscribers wHi have received their 
copy with the magazine. The disk also contains all 
of the other programs from fhi> issue ready to run 
and (f may be purchased individually for just 
£2.95. Send your cheque or Postal Order to PAGE 
6t P*0. Box 54f Stafford^ SLld JDR. Oveneos read¬ 
ers should add SOp to cover postage. 
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XL/XE TYPE-IN 



E jtc^phorous II is one of those cnte little fellows that seem to 
live only in canipijter games and have nothing more excit¬ 
ing to do with their lives than go ground collecting di¬ 
amonds, nobody really knows why^ it just seems to be the 
only worthwhile thing to do when you are buried under¬ 
ground in a maze that seems to have no way out. Imagine 
spending your whole life just collecting diamonds, mast 
take a great deal of patience but then your life could just 
Qs easily be over in a flash, quite literally in this particular 
underground domain, which is full of little bolts of light¬ 
ning in all the passages. 

You can help Excephorous 11 prolong his life and succeed 
in his quest to collect more diamonds than ony other 
underground fellow has ever doner All you have to dio is 
move our little friend from the bottom right of the screen 
to the top left, but the further you go the harder It will be 
to avoid those bolts of lightning. Those lightning bolts use 
up the oxygen in the underground caverns so you only 
have Q certain amount of time to find the exit and a rising 
warning alarm only adds to the tension. It can get rather 
fraught at times. 

You need just a joystick and calm nerves to play AMAZ¬ 
ING! Just type in the Listing, using TYPO 3 as you go, and 
SAVT Q copy to disk or CSAVE to tape. Run the program 
and away you go. 

Looks easy. ZZZapp! Oh well, back to the beginning. 


by Trevor Prendergast 



MH e MMM M WH 

FI 1 nCH * AMflZTWG! 




HC 

MS 

FI 

KC 

MJ 


for ATARI HL/KE 
bV 

Trevor PrendergasT 


REH « 

HEW « 

BEM » Trevor PrendergasT # 

REH ^ —*—-----—--* 

REM * PAGE 6 HflGAZXHE ” ENGLAND * 

RCH MRHKMMmCMMyiCICKIfKNMMWM I CMmfMMMWM 
NH 8 HER 

xa 3 POKE 5S9,0:GO5Ua iQoeo:POKE SS»,34:G 
oTD eeae 

KA io GRAPHICS 17 : QL^PEitt (SSOJ+PEEK CS61>» 
^Se^PORE DL+26j!POKE PL+Z?*135 
UT LS fob- K = 0 to 3:30UEND H^O^flreiNEKT K 
EM 20 POKE 71O,3^:P0KE 71J., 255 : POKE 20,Hi 
POKE 75a , CHB/'ZSG = 0 

EU 2Z GO^UB SCREEN 
EU 24 POSITION 7,21:? 

KN 26 POSITION 18,21:? H«jLI 
IN 38 ir PEEKCZaJ>150 THEN POKE NZd^^O 
VA X5 IE PEEKI28J<1S6 THEN POKE H709,143 
KV 40 5ETCOLOR «,PEEKt20>,15 
AU 45 If MW-O AMD HY=1 AN6 DIA=DlAMAH THE 
N G051I6 2008! GOTO 10 
UT 50 J0V=PEEK<632> 

GM S5 IF JOV-11 THEN G05UB 500 
ED ee IE Joy^7 then gosub sze 

65 IF J0V=14 THEN G05UB 548 
MC 70 IF JO¥=13 THEN GOSUB S68 

60 IF TIME<9 THEN POSITION 11,22;? ttOi 
'»B“jINTtTINE3 :GOTO 6S 
UJ 82 POSITION iljZZ:? tt6| IHT (TIME) 

M5 65 TrHE = TlHE-0- 02 
TK 10O IF TIME<=0 THEN GOTO 2580 
IE 110 50UN6 2 j TIMENie j 16 j 15 ; 60UHO 3,<TII1 
EiiiOJ +1,10,15 
PZ 408 GOTO 30 
RA 588 LOCATE MN-i,MY,C 

VN 582 IF C=:32 OR C = 43 OH CC = 18 AND PEEK C 
70«=05 THEN POSITION MM-1,MV;? BSV'il" 
fiPOSITIOM MK,HV:? 06;“ “jMH=lfK'-l 
GD 50* IF C=43 THEN GOSUB 600[RETURN 
GH 506 IF C-ie AND PEEK<7001>0 THEN COSUB 
700;POP ;GOTO lo 
TO 508 If C=32 THEN RETURN 
ZS 515 RETURN 

0¥ 5Z0 TRAP 530:LOCATE KK+l,nY,C 
IN SZ.2 IF C=:32 OR C = *X OH tC = l« AND PEEKE 
700J =01 THEN POSITION MKFl.KV!? ttGr'if* 
;;paszTiaN MH,MVi? n6i** ■■:hk=mk+i 
GH 524 IF C=43 THEN GOSUB 000! RETURN 
NH 526 IF C=10 AND PEEKENZOSl>0 THEN GOSU 
B 088:POP !GOTO 18 
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AMAZING! 


ZN flETURlI 


JV 1145 ? mv-U wmmmmmmmmmmt g..; 



HA S40 LOCATE lfK,HV-l,C 


XU 1150 7 a5j‘-B B +D iHBmi"; 



VO 542 If C = 32 on C-4S Ott CC = l.e AMD PCEK( 


Jl 1155 7 NC;*i] 0 B O^'j 



7097-•» THEM PQ5ITT0N HK,KY'l:? 


JF 1150 ? auj-'B B m nui B 11"; 



: :pq>5ITXoh «k,hy:? 06;“ 


ND 1155 ? D msan mn □ 



&L 544 IP C=43 THEM COSuM Dea:RETUHM 


AC 1170 7 a5;"B B fl k k k k B fl"; 



GP S4G IP C = 1.0 AMD PEEK(?a?)>fl THEM GDSUP 


AY 1175 ? no;'1] H B UEIUI ■—»* fl"; 



900 i POP [GOTO JLO 


VO 1100 ? a5j"B B B B k fl B" ; 



ZL 550 PETORM 


QA 11 A 2 7 B B B k HI y B 0"; 



K« 550 LOCATE IW,MV+I^C 


oz 1104 7 ao;"B in 11 □ un fl 



LG 570 IP C=3Z OR C=43 OP CC=ia AMD PEEKC 


HE iioe ? ao;-*B k B»a 0 



7091-0> THEM POSTTrON Mtl,KV+A[7 


KA lisa ? ■ i'lNHHHNMMMMNNNNMmm.. . 



IlPOaiTZOM B6;“ ^'LliV^nV^i 


DA 1190 ? a5;*llscoRE= LiVES= B"; 



CP S74 IP c=43 THEM COfUB eOOiRETUnH 


Mc 1192 ? ac;"fl TitiE= B"; 



GO 570 IF C = lO AMD PECKC7a9)>0 THEM 509110 


JH 1194 ? afi . ^onnnnonnnmmmnnnnmwni*. . 



900 i POP IGOTO 4.0 


KY 1197 POSITION 10,19;? 



ZP 500 PETORM 


JU 1190 HK = i0:Fn'=:l9:TIHE-16:DlAHON=5 



■d “m-l LMA^Mm UL I a dtamond 


QM -L-JiV? 'RETii^ffll 



VP 005 FOP K=7 TO O STEP -1 





PM OAR FOR Z^K-itZ TO M»5 


VD 1205 ? aoj " B k k k + k k k B**; 



PH 020 9DUMP Ij Z^ AO, iS;50UND Z^.Z + K, 2 j^l5lH 


CH 1210 7 as]"ii B imuiiiBiamf 



ENT ZiMEHT M 


GH 1215 ? a5;"B 0 B k k * k k B 11"; 



SO 030 SOUHP A,0,0,a:SOUND 2,ft,O,0lSC=SC+ 


RD 1220 7 ttsr'U B B aEmnuB h a*'; 



SOiPOSXTIOH 7,21^7 BOjSC 


HP 1225 ? a5j>i| BBBkTkkBBB"; 



VH 040 0IA=DIA4A 


BZ 1230 7 05 ;>11 B B n B B 



ZO S50 PETURH 


HH 1235 ? 4tO;"B B B B D ? fl fl B fl"i 



IB 9fte PEN — Hi| \ m BTIi 


MV 1240 ? ao;-i| BBBBIBBBBB*'! 



JH 905 FOR K=ft TO 255 STEP 3 


XL 1245 ? a«;*<B BBBB BOBBIN*; 



GU 9Aft SOUND O,K,4,AS!SOUND L,K,O,15:POKE 


LM 1250 7 a5;*i|t11HlHl«y +fl+||HHB+ll*‘j 



712,KZ4]POKE 710,ltfMEMT N 


NS 1265 7 ti«;*ilBBy y[|tBflB B*'; 



EF 915 SOUND O, fl ,0,0iSOUND 1,0,0,0 


HK 1200 ?a5;*'yflBBB BBBB B"; 



FP 920 Ll=LI-i:TF LI=0 THEN SOOO 


RZ 1205 ? florii BBflflPlIBaBir*: 



FC 926 POSITION 10,21:? BbiLI 


NJ 1270 ? 05;'H BUB mi B B B V; 



HN 930 POKE 712,0:POKE 710,39iRETURN 


CJ 1275 7 O5;*<o BBflk +kBB||{r*; 



RM 999 GOTO 30 







GP 12BZ ? itOj*il BBkk + k aBir*i 



HM leOB 7 B5j“ B k + m**; 


vu 1204 7 aoj^^fl B mmamuaMMi a O"; 



Ml ioio 7 »6;"S D n lUB nD"j 


TH 1200 ? aoj^n k k k k + k k kll "I 



HZ 1020 L B B W; 


DC 129B 7 ttfij'*119COPE = LXVESir 0*^; 



ov 1025 7 tt5:"iiiiii D im mnaBHr*; 


ME 1292 7 tt5;''B TIME= IT'j 



so 1*30 ? tt5:'llllll D luw n QF'j 





HF 1035 t BEI'II k k 11 lUllAil 


KM 1290 POSITION lft,l9]? 



Ku 1040 7 sftf'n mn n 0**1 


MH 1297 h0t=10: HV-19I TIME=1S : DIAMAN-l 



TT 1045 7 tts^^u B k fl mn m b it*; 


CO 1299 RETURN 



PR lose 7 B5;^1| B B B k k B B"; 


XC 1300 REM 



KE ia55 7 B B mOBB B"; 





AK 1050 ? «6j"B B B B BB k V; 


NA 1310 ? aoj" B+fl B Wi 



FT 1055 ? B5;*'B BB B B y omi"; 


GU 1315 ? aOi'*B B IMB+fl B B B**; 



zx 1070 7 it5j^>B fl k B B B B k W 


JF 1320 705;'ll B D kKBli B“; 



10 1075 7 aoj'fl B UUI B a B B ||"j 1 


IT 1325 7 ofir’B k a B fl k B 



us 1075 7 nsj'tl B k -*il B II B B tt**; 


LO 1330 7 asvtl kB B kll lA B S'*, 



m 1077 t ii5;^’B B k B fl B B B 


oj 1335 7 fl«;*1l B lA k B B+B V*; 



PG 1070 7 t»o;*>B B IIBI B B B V; 


HZ 1340 7 B5;»yHI B fl IB fl*; 



FB lOBo 7 ii5;"B B k B Kl 


HE 1345 7 a5;<W B 11+ B B k IT*; 





Xlt f ub j U UU 



CY 1090 7 HOi'HSCOPE- LXVES= 


GH 1355 ? OOf'W n B k+B k + mf) 



HH 1095 7 aftl'fl TIHE= 


KT 1300 7 a5;'ii4 B fl kB B B+ff*; 





.PC 1302 7 B5;"D BB B k fl B B+ H"; 



NH 1097 POSITION 10,19:7 


su 1304 ? a6;*tl B+Q Ilk B B IB B**; 



XL 1090 IIK = lB:HV=19iTIHE=iS;DlAIWN = 5 


oo 1360 ? ooj’lt B BB y HI B+B 11-^; 



CK 1099 RETURN 


GB 1350 ? acril B +it m B B B^'; 





XV 1370 7 ttOi'H B y IB k B? B Q'^J 



PI 1105 ? as;" fl k D k « k B^*; 


KG 1375 7 a5j"B fl B B+A HI B 0 B"; 



AM iiio ? ao;'il B B B V; 


DB 1300 ? aO;*ll B B B W+B a B H'l 



KK 1115 ? aOj"fl B B y U k + k B"; 


Fz 1302 ? a«i«11 B +k fl "i 



CP 1125 ? ac ;*11 B y y Q B k B**; 


DZ 1305 ? aO;"flSCDRE^ LIUES= IT*; 



YU 1130 ? + y k B k 0 O"; 


MO 1300 ? aoi^tl TII^= B»*J 



TT 1140 ? »6i**B k k k k k k 


KI 1392 POSITION 10,19;? ttOi'-a**; 


1 
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AMASING! 


ilH MK=le:M¥ = 1 . 9 ':TIKe- 20 sDl<!^HflH = lfi 

ca RETURM 



t dOan 




JL Li 

BG 

1405 

7 


TT 

1410 


a6 r QUIHi] U 

IfTMW B" 

JK 

1415 


S6;^'y+D Ik a D 

B k B k+B" 

ZU 

1420 

■9 

06;"0 D B S^’^B 

B#a B B B" 

IJ 

1425 

9 

06;-lB B n 0 B 

B fi B B B" 

ZK 

1430 

? 

B6;''fl B B 

B B+fl B B" 

IM 

1435 

? 

n6r-B 0 B B B 

B B B B B" 

HO 

1440 

? 

n6;*'B B D B B 

B fi fl B B" 

81 

1445 

9 

06; ‘fl+k B W B++B n W B+B" 

BT 

1450 

9 

fl6;"B T**"™ 

o aMMmmm" 

SM 

1455 

9 

06; "B K U B 

B k B k B" 

AG 

1468 

9 

061**0 B+B B fl 

B B B+B B^^ 

IV 

1465 

9 

06;'*B B B fi B 

B B B B 0** 

IE 

1470 

9 

U6 j‘'fl B Q B B 

B B fi B B" 

BD 

1475 

9 

a6j"B B B+B B 

B B+B B B" 

J0 

1476 

9 

»6***B B B fl B 

B O B B B*' 

BL 

1477 

9 

tt6;**B B B B+B 

0+B B B B*' 

JK 

1470 


tt6;"B B B B B 

fl B B fl B" 

RM 

1480 

7 

N6;"B+fi k B hk++B B k m " 

JU 

1485 

? 

a6' 

EB 

1405 

? 

06;"OSCRRE- 

LIUES= B" 

HZ 

1467 

9 

TIME 

= B'^ 

KG 

1480 

9 




tCK 


IA3Z POSITIOM lOjH!? 

HR 143* HK=l»sHV=imiTlME=20:iHA«ftK=21 
143^ RETURR 

TR 15BB SRURHIC^ 18!PORE 756jCM®^2Sb;PORE 
7i0,143tP0KE 703,255 
es ISOS i i£=i 

RE ISIB FOR 5=1 TO LEK<R$):FOR M=1 TO 7 
OA ISIS POSITION WJfl5CZ,7* 

HE 1SZ0 POSITION Z,K-l:? BO I*’ " 

UP 1530 FOR 0^0 TO OjSOUND 1,N,12,ISiRENT 

0 

ad 1.540 NEMT K I Z=r + 1: KEMT S 

OV iSSO FOR H=1 TO 16 

OU 15S5 POSITION H,Zl? 1*6i” II" 

GR 1560 SOUND i,254,14,IS!SOUND 2,255,14, 
IS;FOR R5=fl TO S:HEKT AS:SOUBR 1,0,0-0 
;SOUND 2,0,0,0 
MD 1570 HEKT H 
KF 1560 FOR K=Z TO 10 
Bn 15B5 POSITION ie,M:? I» J" U" 

CS 1580 POSITION iO,X-l:? tl6j" " 

01 1530 SOUND 1,234,14,15!SOUND 2,235,14, 
15! FOR AS = 0 TO 5 INERT ASiSOttNO 1,0*0,0 
tSOUND 2,0,0,0 

KS 1535 NEHT K:GOSUB S000:SOTO 6000 
HD 2000 CRAPHICS ia:POKE 700 ,141:FOR «=0 
TO 3fSOUND «,O,0iO;NCMT K:Ai="well Jon 

JH 2010 FOR W“1 TO Ll 
MO 2020 POSITION 4*W:7 S6;ft$; 

03 2030 POSITION 4,K^±i7 a6;“ 

J! 

HK 2040 SOUND 1,K+ISO,10,15 
OU ZOSO FOR C=0 TO 15;NEXT C 
LR 2060 NEKT K 

KY 2070 FOR M=15 TO 0 STEP -1;SOUND 1,10, 
O^HfFOR C=0 TO 10:HEKT CxNEKT M 
CK 20-00 FOR «“10 TO 4 STEP -1 
QJ 2030 POSITION 4,H;? #6*0$ 

LP 2100 POSITION *,K+ll7 »6I" 

KO 2110 SOUND 1,15,2,15 
IT 2120 FOR C=0 TO 20:NEKT 
HR 2130 NEXT KrAS="LEUEL 
7,65 =ST«S CLEUl 
OF 2140 FOR K=1 TO LENCASl 


COMPLETED*' I OS t 


IT 

;n 

IZ 

rM 

fN 

(Z 

.M 

)0 

EH 


aF 


2150 POSITION K + 1,6:? t*6f*StK,Kjj 
2152 SOUND l,K,2,lSlFOR GH-O TO 20:NEH 
T GHlHEMT K 

2160 LEM-LEU+1:SCREEN=SCREEN+106 
2300 SOUND l,0,0,OiFOH &M-0 TO 500;NEK 
T GH:RETURN 
2500 FOR K=0 TO 254 

2SD5 SOUND 2 , K , lO , 15 ! SOilND 3,M*-1,10,15 

2510 NEKT H _ 

2520 POSITION 4.12:? iS6j''Gl!I3 EE tHTH": 
POKE 711,PEEKCZOT 

2530 FOR Grt-O TO SOOJPOKE 711,PEEKt205 
JNEKT GH:LI=LI-1:IF LI<1 THEM 5000 
2540 SOUND 2,0* 0,0;SOUND 3, 0,0,0 !GOTO 


10 

DV 2333 FOR GH=a TO SOOlNEKT GM:STOP 
ftp 5000 GROPMIOS 18: POSITION 5,4 J? B6;'‘0a 
M ouer'*;FOR K=:0 TO 3; SOUND K,0-B,O:NE 
KT K 

OR 6005 POSITION 1,0!? «6i"¥0UH 5CORE = '"':S 
C 

RN 5010 FOR K = 10 TO 1 STEP -UFOH Z=KN5 T 
O KNZ STEP -‘IJPOHE 703, K + Z 
VZ 5012 SOUND 0,Z,Z,1S1NEKT Z3NEHT K:SOUN 
D e,0*0,0:POKE 703,15 
KG 502© FOR tH'0 TO SORlPOKE 706,PEEfc4203 
:KEKT GH 

GS 6000 GBftPMICS la : Di_ = PEEIt 45601+PEEK CS61 
1PZ56!P0ICE 708,175: POKE 703,15 jP0KE 71 


0,255 

IL 6005 POKE DL+i4,134tP0KE DL+3,i34 
AQ 6015 POSITION 5,2!? tt6'OMOZIHGI" 
ZU 6020 POSITION 0,4!? B6j'*by" 

NC 6025 POSITION 1,6!? OTi - 'Tiri r 1(^1 


SY 6030 POSITION 4.3:7 3031" 

UD 6035 RESTORE 10830 
MK 6048 FOR K-1 TO 64:READ D 

CR 6045 SOUND 0,D,10,15iSOUND 1,0-1,10,15 

LN 6050 FOR 0H=1 TO lOlNEKT DM 

OA 6060 SETCOLOR 0, D, 151 SETCO:LOR I, PEEK £2 


0] , IS 

NS 6070 IF PEEItC5l273J =6 THEN POP !LEU=1: 


SC=0!L1~3;SCREEN=1D00:GDTO 10 


VG 6000 NEXT HE RESTORE 100301 GOTO 6848 
GR 1O0O0 DIM CH5t251.ASt2Sl:CM0=57344:CH5 
A$="wel 1 donep* 

E¥ 10010 CHB=£PEEKfl06J-»J*256!FOR H=0 TO 
511;POKE C«e+K,PEEKtGHO+KlJNEKT H 
EU 10020 FOR H=1 TO LEHtGH$3 
¥N 10030 CHAD=CHB*fASC£CrtStK})-321»8 
TO 10040 FOR D=0 TO 7:READ AVPOKE CHaDTD, 
A!HEKT D:NEHT K 

JE 10850 K711 = 711 ! N703=703 : LI = J:SCi:»:LEU:: 

1 ; SCREEH = i0OB 
DO 18060 RETURN 

£P 10065 DATA 221.223,223,0,251.251,251,£ 
L0 10070 DATA 60,126.213*255,135,126,38,J 
35 

DM 10075 DATA 8,14,72,16*0,16,32,16 


HH 10000 DATA 0,24,68,126*126,60,24,0 
MK 10830 DATA 150,70,150,80,158,30,158.1 
0,158,70.150,68,156,30,ISO,108.110,12 
,130,148.150,178.750 

FV 18100 DATA 100,258,130,258,200,258.15 

,250.160,250,170,250,160,250,130,258* 

00,250 

UU lailB DATA 150.258*100,258*78,200,88, 
88.38,200,188,200,180,200,58* 200,68,.2 
0,70,288.00,288,30.208*108 
VT 20000 GOTO 20888 
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WANNA 


)tL«E 

TAPES DISCS 
CARTRIDGES 


COMPUTERWARE 


im 

VIDEO GAMES 
CAHTHIDI^ES 


PO BOX 318, STOKE-ON-TRENT, ST6 6UX 

ALL ITEMS USUALLY DESPATCHED WITHIN 24HBSII 


JOB? 

(lor a couple of weeks) 

are so far behind in going through all the 
ptograni$ ^bmitted for publication that we need 
someone to help us. out for a couple of weeks. If 
you are interested then you need to be fully con¬ 
versant with the XL/XE (with some understanding 
of the ST if possible) and be able to program quite 
well In BASIC. You need to be extremely quick at 
picking things up and very meticulous in your 
work. You also need to be able to work on your 
own without supervision. 

The job is only temporary, a couple of weeks at 
most, remuneration will be modest (to say the 
least!) but we will pay travel and aixommodatlon 
expenses while you are here. The job will only suit 
someone who is totally addict^ to the Atari, 
maybe as a temporary job during University or 
College holidays, and although it may be fun it 
will also be hard work! 

If you are Interested (you must be over 16) please 
drop me a line or give me a ring. Write to Les 
Ellingham, PAGE 6 ATARI USER, P.O. Box S4, 
Stafford, ST16 IDR. TeL 0785 213928 


UlLE 

TAPE DISC 

9UDCETim£ 

RHfDIMS 

CURTniQGES 

RafOUAS 

4 STM CQMRLATIQiy 1 

7.IW 

4 GREAT GAMES VOL 3 

3.9S 

3.50 

DHi DIAj. ixlixet 

9.99 B.5D 

4 STM ^;ClMPl>TlCl^ 2 

T.IW a.aci 

4 GREAT GAMES VOL 3 

5.99 

5.Dfl 

EJiOCET jSCL'TiE) 

9 99 6 50 

COLOSSUS CHESS 

a.5D 

lOtSR 



JC)U6T iXL^fE) 

13.90 11.00 

CDNFLIOr m VIFMM 

ij(»i7 50 

ACE Of ACES 

3.99 

3.BD 

MISSILE COMMAND 

9.99 a.5D 

OAT AT THt fiflJCES 

T.m a.M 

AIHWOLF 

1.99 

1.9D 

iKUICEj 


□RACTMUS 

s.5ait.sa 

AMERICAN ROAD RACE 

' 90 

1.90 

MOON PATROL IKL-TTE:! 

13.9911.00 

DRUID 

7.S(I 

9ATT ALTON COMMASDER 

699 

2.30 

NIGHTK1ARE (ilLIKE|i 

9.99 650 

ETERNfli OHiOER 

TB.aa 

BASIL HOUSE CeECTIVS 

699 

2.99 

G SERfr fJiUXEj 

9.99 9.M 

F-1S STRIKE EAGLE 

a.sB 

GMK SIMULATOR 

ISO 

1» 

QUEST OUIHTAHA ROD 

9.99 650 

GUILD OF THIEVES 

iB.Bi] 

eOlAJMRDASH 2 

299 

280 

I'JiUKEl 


GUNSLINGER 

13.BD 

CALIFORNIA RUN 

1 90 

1 90 

RORGTRON 

i2 99'H.iM 

IhCRID'S RACK 

13.0013.Qi;i 

damrusicrs 

S99 SSQ 

SUPER BREAKOUT 

999 650 

JINKTER 

10.00 

DECATHLOO 

1 99 

1.90 

(KL9(E| 


LAHCELDT 

13.0013.00 

□ESMDM] DUNGEON 

1 99 

190 

TiNNIS ijiLixej 

IfS 85D 

LE'ADfflRCMLRO. 

75012.00 

oizzv Diet 

190 

1.® 

DEAMRIOER (SBODI 

909 SSO 

ljeAD€flBfiARD 


FOOTBALL MAfiAGEH 

290 

2*0 

BDTtING (?9(Kl| 

9 93 £60 

TQURNAP4ENT 

4.5D B.DD 

FOOTBALLER OF 



OR-BAKOUT (26001 

9 99 6 50 

tTVING DAVlISHIS 

75012.00 

The year 

2.99 

2.30 

CHQfPER COMMAND 

999 $60 

MICKEY IN GREAT 

B.5D 

GAUNTLET 

2.99 

2.90 

(26041 


OUTDOORS 


GRAND PRIK SIMULATOR 

f 90 

1.» 

DRAjQSTEfl |3600;i 

9.95 6.50 

MINI OFRDE II 

17.50 

HENRV5 HOUSE 

1.99 

1.99 

DONKEY KONG (3409^ 

99i £60 

MIFWX FORCE 

700 B.DD 

JOE BLADE 

1.99 

1.99 

ENpuRo laeooi 

399 6.50 

IVIGHTMARES 

B.50 

LAS UFEAS CASINO 

T.99 

1.90 

FIFTE FIGHTER (2600) 

9.95 6,50 

OGRE 

16.00 

LEAGUE CHALLENGE 

1.99 

1.90 

GLACIER PATIWL 126001 

3 95 £50 

PHTaTES of BftflEftRT 

650 

ON CUE 

2.99 

2.SD 

GHOST BUSTERS 12600) 

9.99 £.60 

COAST 


PCTTMOLE PETE 

m 

1.94 

GFLAND PO IK (3600) 

9.99 6.50 

PLATFORM PERFECTION 

7SD 

PROGOlF 

2.90 

2.30 

JOUST iieooi 

9 99 £i0 

RAMPAGE 

8.501600 

QUARTET ■GOLD 1 

390 350 

KUNC f U MASTER (3600> 

3.99 £.50 

SILENT SERVICE 

90014 04 

RIVER RESCUE 

1 » 

1 90 

IVO T» I26W) 

9,95 6.50 

SOLO FL»6HT 

85016W 

SPACE SHUTTLE 

1 99 

1.90 

MimiGHT MAGIC r260Ol If 3911 00 

SPEED HUN 

7.00 650 

SPEED ACE 

:f$ 

2£0 

MILLIPEDE (26041 ' 

9 ,99 £ .50 

SPY V SFT TRILOGY 

8501600 

SPOOKY CA6TLE 

1 « 

1.® 

MS PACMAN (36IHII 

9.99 6 50 

SUPER SOCCER 

85016m 

STEVE DAVIS SMMKCR 

1,99 

1.90 

P04£ PGSITIQN (3600| 

9 99 £ 60 

teOhnicdlour dream 

7.50 650 

STEVE DAVIS SMKlKfO 

490 

4a 

RIVER RAJO 12644) 

9,99 £..» 

TIME A MAGIK 

13001600 

IDISC) 



SKATE BGAHDING i|3E9D!i 

9.99 6.50 

TOMAHAWK 

750 

THANSMUTER 

1.99 

1,90 

SKIN DFVER (3BD4| 

9 99 £M 

Tnr(;iAL PURSUIT 

13.® 1750 

VIDEO CLASSICS 

1.99 

1,90 

SOLARIS iJfiOO) 

1S.9911.W 

WINTER OLYMPIAD 

£5016.® 

WARHAWK 

149 

1 W 

STAflGATE 12600) 

9.99 6.50 

WINTER EVENTS 

r.W 9.50 

7YBEA 

2.99 

2.W 

SUMMER GAMES (3994| 

14 991360 


TIEMMIS (iSOOi 9.® 


Prkes iitcljde in^st ft packiig |orders nf less tlian EG-OS in total pisasfl add 5Up] 
Mairland El rope add El. DO lor Isl item Ihen 50a lor each additional tiero 
Subjei;! lo all sollware Is. usuallv despalctied Mjlliin 24 hrs 

Pleaso make Cheques/FO's payable lo 'COMPI/TERWARE' 


Upgrade from Tape to Disk! 


with the new Atari XF551 Disk Drive and Transdisk IV 



Upgrading from Tie slow Atari cassette system to a fast, 
relioble disk set-up Is certainly desirobie but what do you do 
with all the games you have on cossette? Wouldn't it be nice 
if you were able to transfer your collection of tapes to' disk for 
faster r more reliable I coding? With the new Atari XF551 disk 
drive and Transdisk IV you can do it! 

Atari XF551 Disk Drive Feotures: 

Double-Sided. Double Density for maximum dato storage 
' Easy connection and quiet operation 

* Smart styling to match your Atari Computer 

' Suitobie for 800XL. 65XE ond 130XE Computers, 

Tronsdisk IV Features: 

* Easy transfer of latest cassette games to disk 

* Aimed at the first-time disk user 

* Step-by-Step instruction booklet supplied 

* Completely self “Contained - No other programs required 

* For more info see Ad elsewhere in this issue 


To Order phone with credit card no. or make Cheque or P.O. 
payable to Digicom Computer Services Ltd. and send to: 


DIGICOM , Unit 36, Wharfside, 

Fenny Stratford, MILTON KEYNES MK2 2AZ 



Credit Card Qrderline Q908 78008 



Normof Price For XF551 Disk Drive 
Nornndi Price For Tronsdisk IV 

Together Normally, 


£149.99 
£ 19.95 


£169.94 


Atari XF561 Disk Drive + 
Tronsdisk IV Our Offer Price = 


£ 165.00 


inciusive of VAT ond Next Day Delivery 
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TUTORIAL SUBROUTINES . ! 


CREATING 
A DATABASE 

I n this article and subsequent articles I am going to chonge 
the format of the Tutorial Subroutines a bit ond, Instead of 
providing individual subroutines with detailed analysis., I 
am going to work up a program in stages. My aim is to write a 
name and address database for cassette tape useis.. The idea 
ctjme froTn a reader in Brighton who wrote to me to ask if I knew 
of such a program. At first I thought it would be easy to advise 
him of one of the programs I had used in the past but when I 
went searching 1 found that they were all disk bcised (as are the 
majority of'serious' programs for the Atari B-bit range). 

I would have liked to fully develop this program La advance as it 
is easier to appear slickly knowledgable when describing and 
documenting q completed program., but I have not had time for 
that and so I will have to be strictly honest and develop the 
program as 1 go. In order to leave plenty of memory for the data 
itself the program will have to l>e straightforward and fairly short 
so I will write it specifically for the oddress book function rather 
than try to develop a general database program to do the job. It 
is always more difficult to write a program which is general and 
takes account of many varied uses than to write for a specific 
application but having said that I will ensure that the program 
is documented well enough for you to customise it for other 
opplicQtlons without too much dlfTiculty. 

DATA BASE FUNCTIONS 


Ian Finlayson shows you how 
to put together several 
subroutines with a database ^ 
program specifically for 
cassette users 

from the program when they are no longer’needed as this will 
release a bit of memory for data. Still I am getting ahead of 
myself - the instuictions will not be written until last as wc will 
neetl to know how the program works before writing instnictions 
for others] 

Having decided earlier what functions are to be included in the 
program it is necessary to look at the way they will interact. For 
this datobase program each function can be considered to be 
independent and it will be quite easy to link them through a 
main menu. From the main menu the program will branch out 
to any selected functions and when that is complete loop back to 
the main menu again; the exception to this is the quit function 
which will termiriQte the progrom. 

The easiest way to visualise the interrelation of the various 
modules within a program is to draw them out in a flow chart. 

This ensures that you know where you are all the time and 
where conditio-nol branches go. 1 have drawn up a flow chart of 
the prime functions of this program which can be seen in the 
figure. 


The first thing that is needed before a start is made on actuolly 
writing a program is to decide in detail whot we want it to do. 
For our address database 1 will include the following hmetions: 


* Creating a database 

* Loading a data set 

* Deleting records from the 
database 

* Priming a record or records 

* Sorting the data 


* Savirig a data set 

* Adding records to the 
database 

* Updating (making changes 
to) the data 

* Quit the program 


For the time being I have treated each of these functions as 
being separate, but as we develop the program they will prob¬ 
ably fall into groups; for example loading and saving data will 
prabably have quite a lot in common. Also there are other 
possible hjnetions that could be included, and which 1 may add 
when wc have a better idea of the size of the program and 
whether there is enough memory. An example is the ability to 
lag u record or gKJup of records to print or save as o separate set. 

FLOW CHART 


It is important lo establish a first idea of ho-w the different ports 
of the program will interact, this may well change when the 
program is more developed, but If there is no guideline to work 
to from the start it is easy to get tied up in detail and it becomes 
difficult to find a way through the whole program. Before start¬ 
ing the mam part of the program there will be a need to 
initialise variables etc. and to provide some instructions for the 
first time user. Initialisation can include a title screen, ond it 
would be nice to have a set of instructions thot can be deleted 


THE PROGRAM 

The actual program part of this issue's tutorial does nothing 
more than provide a framework for the modules to fit in. It will 
nm and does prove the How of the program as a whole. 

Lines 10-30 - I have storted by defining a whole scries of line 
number^j this will help to keep the program readable. It is much 
easier to understand 'GOSUB SORT' Ihun GOSTJR ]?000 ^ in the 
iQlter case it is nece&sury to scan the lisling to find whul the 
subroutine does. You will see that the lines one spaced 1000 aport 
to leave plenty of space for the program lines that have to go in 
between. 

Lines 40-50 - These lines call the initialisation and instructions 
subroutines. The subroutines themselves will be in a later article 
but 1 have put a little conditional branch in the instructions 
subroutine to try it out. 

Line 999 - is a RBM statement banner for the Main Menu. 1 will 
put one of these in before any major program block ariid will 
ensure they are on the line before the start of the routine. This 
cillows all the REM statements to be deleted at u later dote to 
release additionol memory without chemging the program flow 
(it is bad proetise to GOTO or GOSUB lo a REM slatemenl). These 
banners make the program much more readable and help dur¬ 
ing program development, but do not affect its operation. 

Lines 1000-1100 - These lines print the main menu screen - it is 
not an exotic or flashy screen but will serve the purpose. 

Line 1110 calls the Keypress subroutine. This is a general 
purpose subroutine which detects a key being pressed and re¬ 
turns the value of the key in variable KEY, In this case we expect 
a number between 1 and 9 (key codes 49 and 56) and if a wrong 
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>w 

se ^ 


HD 

aa 

UL 

KT 


REM MKWM M -M i fMMMM i m W W 

REM « rUTORlRL ^UBRDUTXNE » 

REM * ADDRESS BOOK H 

REM bv « 


CH E REM » 




* 

S5 B REtt » ----* 

KD 7 REM # PAGE B MAEAZIME - EMEUANiD ** 

HV 9 REH 
HO 9 REM 

HH le aUIT=l«0eO : TVPEIT-9Q9e i OBl.OAD-BBea'; 
BB^AUE = 790e : RECfti>& = Beee l RECDEL^SOBO ! UP 
&ATE=40flB 

jy 2D 5ORT = 3DBe;CREftrE-20Be7nAIKI4EHU=Xee« 
iKETPRESS=12OO0 

UX 3D INSTRUCTIDNS=liS9DiIHXTXaLI5E=12eDa 
rKEVP»£S^-I3DDe 
EH 4D GOSUB IHITXAI,X?E 
Zfl se GOSUB XH^TRUCTXOMS 
HY 999 REK 


HL IDBB ? 


E ^ 


CM loie 
i02e 

KX JLDXB 
GK 104D 
TL IflSB 
DQ IBBD 
TV 197* 
95 1B80 
05 109© 

00 lies 




CREATE NEH DATABASE** 

" 0- SORT DATABASE-* 

" B- UPDATE DATABASE" 

M DELETE RECORDS*’ 

" 0- ADD RECORDS'* 

5A0E DATABASE*' 

*■ a- LOAD DATABASE” 

'* 0^ PRINT OUT" 

** 0^ QUIT" 

37 "SELECT A NUMBER” 

UH HID GOSUB KEVPRESSHF Ott KEV>5 

S THEM ? **HUMBER MUST BE 1-9": GOTO 111 
O 

FZ 112D GOSUB CtCEV-47] HIBDD 
ZJ 1990 GOTO MAINMENU 
RH 1999 REM ^.11 

MU jEDOe 7 "CREATE DATABASE” 

AE ZBHl 7 "PRESS A KEY TO CONTINUE"iGOSUB 
KEYPRESS:RETURN 

ZD 2999 REH *iH ^-Tirfl■ :ldfrfi1:Tiaa «9t* 

JO 3000 7 "SORT RECORDS" 

AF 1001 7 "PRESS A KEY TO CONTINUE":GOSUB 
KEYPRESS:RETURN 
IS X999 REM 

HS 4000 ? "EDIT RECORDS" 


AG 4BDi 7 "PRESS A KEY TO CONTINUE":GOSUB 
KEYPRESS!RETURN 
MI 49 99 HEN 

MD seee ? "delete records- 

AM 5B01 7 "PRESS A KEY T© CONTINUE"3GOSUB 
KEYPRESS!RETURN 

RA 5999 REM **N fi1 dtM!rJ!W:TJiTiT:Ii^ NN 
JP GDDO 7 "ADD RECORDS" 

AI DOei ? "PRESS A KEY TO CONTINUE"!GOSUB 
KEYPRESS:RETURN 
OP 6999 REM 
VI 7000 7 "SAUE DATA'* 

AJ 7001 7 "PRESS A KEY TO CONTINUE"iGOSUB 
KEYPRESS!RETURN 

EU 7999 REM "< I B'l 11 MH "IM 

RZ oeee 7 -load data" 

AK 8001 7 ''PRESS A KEV TO COHTIHUE": GOSUB 
KEYPRESS:RETURN 
ZK B999 REH 
EH 9BDD ? "PRINT OUT” 

AL 9001 7 "PRESS A KEV TO CONTINUE"TGOSUB 
KEVPRESS:RETURN 
TF 9999 REM 

GC 10000 7 "DO YOU REALLY HANT TO QUIT?t¥ 
^KJ " 

LY 10010 GOSUB KEVPRESS 

JK lOeZO IF KCY = e9 OR K£Y = 121 THEM ? j 

END 

DJ 10030 RETURN 
BH 10999 REM ** finafignTaiiilil 
LJ liaee 7 :? "DO you NEED instructions? 
CV/'NJ” 

HA llQie GOSUB KEYPRESS 

GS 11020 IF NOT tKEY=&9 DR KEV-1211 TUEH 
RETURN 

BA 11030 ? "INSTRUCTIONS FOLLOU HERE" 

DP 11040 RETURN 

HZ 11999 REM triH'WKM AdfiTI jHt* 

MZ 12000 7 "INITIALISE" 

LS iZOei 7 "PRESS A KEY TO CONTINUE*'E GOSV 
B KEVPRESS:RETURN 
DL 12002 RETURN 

GG 12999 REM HllM i| I H I I M Mi. 

LU 13000 OPEN Nl,4,0,"Ks":GET ni,KEV{CL0S 
E ttl; ? s RETURN 


key has been pressed a prompt is printed and the program loops 
back to the beginning of the line for another try. 

Line 1120 - This line causes the branching out into the various 
subroutines; when 1 is selected this line will GOSUB 2000r 2 gives 
GOSUB 3000, 3 gives 4000 and so on. 

Line 1990 - When the program returns from the subrauline to 
line 1120 this line wi]] loop back to the beginning of the Main 
Menu routine, this loop back will always occur until the Quit 
option is selected. 

Lines 1999-9001 - These lines set up the REM banners ahead of 
each subroutine followed hy two lines of temporary program 
which, in each case, prints a short statement of which subroutine 
will go in the space and then calls for a keypress (any key will 
do) to take you back to the Main Menu. 

Lines 9999-10020 - Again this is a temporary subrouti ne. It 
prompts for o Ves/No answer to check you really mean to exit. 
Either ■■¥■■ (B9) or ^y' (121) will END the program, any other key 
will return to the main menu. 

Lines 10030-12002 - This is the place for the Instruction and 
Initialisation subroutines. 

Lines 129^ and 13000 - This as the subroutine which checks 
for key presses. As it stands it is very simple and will not deal 
with the most obscure situations (such as if the inverse key has 
been accidentally or deliberately pressed). I will put a rnore 
comprehensive subroutine here later. Keyboard input was dealt 
with fairly thoroughly in one of my previous articles (Issue 31). 



That's all this time. Tf you type in the listing shown here it will 
run^ and I will try and add piece by piece in future articles in 
such a way that the whole will always run. Jf you want more 
information or wish to have a say in the content of future 
tutorials please write to Ian Finlayson, at 60^ Koundstone 
Crescent^ East Preston^ SiisseXf BN16 IDQ. ■ 
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by Bryan Kennerley 


O ver the years the scnolliny message has betontie some- 
ihiing of an lastitutitm^ mayhe not so much on the Atari 
S-bit 5 but certainly on the Commodore 64 and Atari ST. 
Games and espetiahy demos feature .scrolling texts which are 
sometimes token to extremes just to prove a point. At the time of 
writing, the rectjrd length of a scroll is 41Kb in the ST 'B.I.G. 
demo^ which takes over two hours to read! 

Until now^ Atari S-bit owners have had to miss out on the 
delights of the infamous scrolling message but now all that will 
change for the Scrolly Text Editor will enable anyone to get 
famous with their very own message that can be passed on to 
thousands of other Atari users, 

A few weeks agOj having nothing belter to do, I fancied creating 
a scrolling message on my Atari hut immediately hit upon the 
problem of how to enter the text into the computer. It turned out 
to he easier to write a program so the Scrolly Text Editor was 
bom. Jit slowed down the creation of my message by over a week 
but once completed simplified the text entry no end. What's 
more there is now an scrolling message editor for the Atari so 
that anyone can create their own messages. 

The Scrolly Text Editor is a mochine code program that can be 
created by the BASIC listing shown. |ust type in the listing, 
checking it with TYPO 3 as you go and SAVE a copy to disk. Now 
insert a disk with at least 40 free sectors into Drive 1 and RUN 
the listing. It takes about a minute and a half to create the 
machine code file so go and boil yourself half an egg and when 
you come hack you will find a file called SCROLLY.OB] on your 
disk. This file can be nm by calling up DOS and using Option L 
on the DOS menu, 

CREATING YOUR MESSAGE 

Text is entered simply by typing along the central scroll bar, us 
you would expect, but to avoid the 'Escope' keypresses needed for 
some of the special characters, the seven offenderr, have been 
moved to the 'Control-Number' positions, All the CAPS modes 
ore supported^ ollhough the inverse key now affects every screen 
ccKie enabling ail 236 characters to be produced. The editing 
facilities have also been modified so that CTRL plus up/down 
armws move the cursor to the start or end of the text respectively 
and the TAB and SHlFT/TAB keypresses move the cursor forward 
or back by ten spaces. One final point to note is that although 
the CTRL plus INSERT/DELETE functions work in the usual man¬ 
ner, the Quto-repeot will slow down considerably at times be¬ 
cause of the large amount of memory that hos to be shifted in 
longer messoges. This can be minimised by setting the repeal 
rate to 1 via the OPTION menu. 

The function keys produce a few effects worthy of mention. The 
START key enables or disables the smooth scroll facility so that 
you can gel .some idea of spacing and of whut the final scroll will 
look like. Pressing the SELECT key .switches between the two 
different scroll routines available. If the BIG SCROLL is enabled, 
any successive scroll will use Graphics 2 instead of graphics 0 
and will also include a pretty nifly special effect to create a kind 
of shadow on the letters hut because of the restrictions of this 


graphics mode, lowercase and inverse letters will be disployed as 
different coloured uppercase characters. Control characters will 
give unpredictable results, so if you plan to use expanded text in 
your scroll you should select this option to check on the desired 
effect before saving the message. 

FURTHER OPTIONS 

The OPTION key will t>ring up a menu of further options and 
also exit back to the main editing screen. Here you can choose 
the option you want by using the up and down arrow keys and 
select that option with the RETURN key os instructed on the 
screen. You can modify the auto-repeat on the keys i.e the 
number of 50ths of a second before the repeal starts and the time 
between each successive repeat - this is similar to the effect of 
memory locations 729 and 730 on the XL/XE. The boot values of 
Basic are 40 and 5 which 1 find annoyingly slow. I personally 
prefer 12 and 2 which speeds things up considerably and have 
used these as the default in this program. If the bouncing lines in 
the header text on the main screen moke your eyes ache you can 
disable them from thi.s menu and, if you like music while you 
work, you can even switch the tope motor and key click on or off, 

LOAD AND SAVING MESSAGES 

The load and save options, once selected, bring up a fitenome 
window at the bottom of the screen which can be closed again by 
pres.sing the ESCAPE key, You need only enter the 8 character 
name of the file and not the device name or the extender - all 
files are saved to Drive 1 with a .TXT extension. If the cassette 
motor is on when yon access the disk, it will be temporarily 
stopped during the process. Should you just want to erase the 
current message in memory just select either option and type 
WiPEME - don't try to use that as a filename! 

THE WORLD RECORD? 

From the main screen you may have noticed that you have 
27kb for your message, but if you load the editor without Basic, 
on extra 8Kb is freed giving a maximum of 33Kb. Not quite 
entjugh for the world record but, if you wanted to, you could 
alivoys attempt the world record for an S-bit machine which I 
have been told is 21 Kb in a program for the Commodore 64, 
Whatever you write about in your message, you are bound to 
succumb to the temptation that has plogued the demo writer 
throughout history - the superfluous HELLO concept, I certainly 
have never seen a .scroll without a greetings list so if you are 
going to follow this age old tradition, at least mention my name 
(in a good context please) since nobody has ever done this before 
(boo-hotj!) and you can always pad it out with sarky comments 
in brackets (and why not?), they can make a message more 
entertaining. In any case, it is olways wise to remember that if 
you enjoy writing the message, it's a .safe hel that people will 
enjoy reading it. 

Have fun! 
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SEND IJS YOUR SCROLLING MESSAGES !... SEND VS YOUR SCROLL 

Everybody toves to read a JtroWfng mesrage no moft^r how bad it is and here /s your chance fo i?ecDme /omous and have 
your very own scrolling message read by hundreds of other Atari OH'oefs. more, when you send in your seroUing message 

we ll send you bacfc a whole disk fiiJI of orher pepper's fnieresrfng, unusual inane or just p/flin daft scroihf 
All you need to do is Uie (he SCROLLY TEXT EDITOR to make up your own message, save ft on a disk and send j( info PAGE 
6. As ipon as we have enough .srroJ/rng messages fo make up a fisli disk we will send that disk to you in exchange for yours. 
You can fhen spend hours marvelling of aJ/ fhe crazy things fhuf other AfcrJ users want to say. 

What do you put Into a scroll? Anything you like really. The big challenge of doing a really good SLYO/tfnp message Is fo think 
up enough to say wlthouf repeofing youryetr or getting totalfy and utterly boring. Let your imagination run free and come up 
with a better stToh than anybmJy elseJ Write about anything, but please keep the languoge clean and keep away trom naughty 
things! A lot of younger Atari users will be sending in their messages. 

Go to ifr' 5end your dfsk fsorry we can^f cope with cassettes) fo THE PAGE 6 SCROLL, P.O. ifo^ 54, Stafford, ST16 IDR. You*ll 
probably have to waif a few weeks for us fo get tnough scrolls to fill a disk but as soon as we have enough, a disk wid he 
DR Its way hock to you. 
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SCROLLY TEXT 


4, lee^lei 

Mfl jao BATA 1*1 . u. , 117, lOJ , 117, H5-, llo , 

« 

DP see DAI a 4 , U, e, B ,4Sj 37, 45,47, , 37 , B 

S70 Dnia a, a, tr, e, 9. «j.e, e, B ,B ,a, Q, fr. e , !l 

, a, a ,a,.Q, 49,47 , *3,47, 59 , E7,a 

■CK saa DQia 44, ,17,49.5z ,za, a, a, a ,a, a. fr.4 , 
e,B,9,a,e,e,e,t,a,fl,a,B,e,a 

frftta a i.aj.D, e, e, e. a ,45, 33, saj.5a, 37, 
4E.57ra,.4'&,4r,si,z«,0ja,fl,a,4,a.t 
^5 4aa Dam a ,a, a, n, a. e ,a, a, a, 9 ,a., a, a ,a, a 
,a,t,a.a,a,e,e,B,35,i;i,4a 
dV 419 PATa 51.a,44,47,35,43,*9,9,a,a.4,9 
,9,9,a.a,a,a,9,910,8,9,9,a,9 
an 4ZB DBIA 4,0.a,9.a,a,9,a,0JDj9,B,41,JE 
,34,37,58,51,37,4,T6.9,0,0,9,B 
TV 419 DaVd a,a,B,B,B,a,9,9,4,9,9,9,9,9,B 
,9,>,a,a,a,a,a,a,a.9,■ 

VK 440 DATA 14,41,33,8,51,3S,BD,44,Zfi,9,0 
,a#4,a,a,9,9,9,9,0,0,a,4,8,0,a 
jc 4EB 0dTd e.a,a,4,a,a,a,P,a,B,B,0,e,B,B 
,9,a,a,a,9,9,a,a,a,9,a 
JE 469 Oaro a,9,9,0,a,9,0.4,0,9.0,4 I 9,9■ • 
,a,a,a,0,9,a,a,a,9,0.4 
Cf 479 DdTd 9,0,4,8,4,0.0.4,9.0.9,9,9,33, 
9,0.0,9,0,4,0,0,9,0,4,a 
JI 404 04T4 e.i,4,4,9,a,B,4,9,0,4,e,e,B,4 

.9>a,t.t,9,4,o,a,9,B,e 

JD 430 iPATd 0,33,4,0,0,0,4,9.a.0,9.a,9,9, 
9,0,0,9,0,4.4,4,47,40,4,9 

09 E00 oara 47,is,3o,a,is,52,50,44,47,45, 

a,a,47.90,14.a,110,140,135,132,15,17, 1 
B,13,20,21 

EF 614 data Z2,Z3,24,ZE,19,33,332,3,lBa,0 
, 14, a, 1, a. !i 94.14. 1, 15,15.15,15,15,0,9, 

4,9 

PB 620 OATA 7,11,40,04,09,94,07,73,80,63, 
77,90.73,12,77,746,174,0,1(,42,157,1,1 
41,138,9,173 

V9 030 DATA 1Z3,9,209.17,177.130,6.201,2. 
20t,5,239,lZ3,a,19,Z9,Z09,120,9,19,15, 
171.126,5,201,11 

VP 549 DATA 300,5,289,139,9,16.3,230.120, 
5,193,135,141,0,2,153,39,141,1,3,144,9 
4,71,352,72,167 

EH ESe DATA 3,141,4.112,177,167,6,250,27. 
17Z,129,9,348,9,140,10,212.139,2B0,390 
,190,a,103,25,35,141 

UL 650 OATA IB,ZIZ,141,22,209,Z0B,133,4,2 
40,142,173,151,6,ZOO.10,171,171,5,44.2 
0,160,229,141,0,2,157 
BM 574 05T4 39.141,1,2.144.160,144.94,160 
,Bl,141,B,Z,193,37,141,1,3,104,160,104 
,94,161,37,141,B 

RG 390 OaTA 2,197,59,141.1.2,194,160,144, 
94,72,162,72,173.131,6.240,91.209>172. 
B,40.1,7E,61.37 

DT 930 DATA 230,167,9,205,3,239,174,4,166 
,7.141,132.9.160.0.177.112,141.101,35. 
]:e5.14 0,35,163.13O,:i6 
MH 900 DATA 200,131,42,209,343,230,112,20 
9.2.230.117.72.44.41,32,137,41,173,144 
,9,206.140,9,290,22,173 
QP 910 DATA 145,6,205,141,0,209,14,193,0, 
1X7,112,193,52,133,113,32,44,41,32.167 
,41,173,L32,5,14Z,4 

U6 920 OAIH 21.7.160. 01,141.0, ?, 193,37. 141 
,1,2,184,155,194,94,72,152,72,147,6,14 
1,4,212,173.157.6 

OU 670 OATA 290,27,172,130,9,240,9,149,10 
,212,136,209,260,199,0,105,20,39,141,1 
0,212,141,22,200,290,131 
AT 940 OdtA 4,209,242,167,74.141.4.2,160. 
36,141,1,2,144,159.104.64.173,166.6,24 


4 , 3 . 75 . 79 , 220.173 

AM 950 Data 154 . 6 , 240 , 6 . 784 . 154 . 5 . 76 , 34,1 
9 . 173 , 11 , 200 . 201 , 7 , 240 , 246 , 201 , 3 . 209.1 
, 70 , 247 , 30 , 174,161 

W b 59 data 6 , Z 8 B, Z 4 a , 204 . 6 . 740 . i/-, 291 , 5 , 
790 . 276 , 173 . 140 , 0 , 200 , 63 , 173 , 141 , 9,190 
. 54 . 79 , 00 . 220 .J 7 J,l 7 r 
GU 97 B OATA 6 > 73 . 1 .I 41 .| 7 t. 6 . 72 , 27 , 42,163 
. 20 , 141 , 164 , 6 , 172 , 162 , 9 , 163 .l 4 . 2 BD,t 73 
, 131 , 5 , 290 , 3,75 

MV 959 PAYA 04 . 725 . 153 , 0 , 141 , 231 , 6 . 141,13 
2 . 6 , 169 . 1 . 141 . 167 . 6 . 1 ?!. 171 . 9 , 73 , 1 , 76 , 
11 , 30 , 173 , 131,6 

96 650 DATA ZOB, 3 , 76 > 154 , 30 , 169 , 0 . 141,197 
, 6 . 141 , 171 . 9 . 141 . 131 , 6 , 173 , 171 , 6 , 200,3 
9 , 190 , 40 , 141 . 49.2 

KP 79 B DATA 141 , 2 , 212 , 162 . 74 , 141 , 45 , 2,141 
, 3 ,ZiZ, 173 , 170 , 9 , 200 , 7 , 173 , 190 . 6 , 201,1 
1 , 100 , 97 , 166 . 112.59 

la 71 B DATA 233 . 44 , 133 .Ill, 79 .?t. 39 , 173,1 
7 a, 9 , Z« 0 , 7 , 173 , 199 , 9 , 261 , 2 ].. 104 , 41,155 
,ll 2 , 59 ,Zl 3 , 22 , 133,112 
PC 77 a DATA 165 , 113 . 231 , 0 , 113 , 113 , 32 , 00.4 

I , 173 , 146 , 9 , 201 , 266 . 200 , 16 . 195 , 112 , 24 , 
109 , 140 , 9 , 133 , 112 , 195,113 

730 PATA 100 , 141 , 0 , 113 , 153 , 79 , 79 , 36,16 
6 , 112 , 69 , 277 , 199 , 6 , 173 . 117 . 159 , 11 . 3,23 7 ; 

, 170 , 9 , 173 , 113 , 76 , 79,36 
6 U 740 balA 52 , 05 , 49 , 32 , 137 , 41 , 160 , 0 , 173 , 
167 , 6,14 0 , 197 , 9 , 344 , 1 , 340 , 14 . 172 ,IS 2.6 [ 
, 153 , 30 , 200 , 192,30 ' 

AS 750 SATA 141 , 164 , 6 , 76 , 20 , 226 , 173 , 104,6 ; 
, 205 , 140 , 9 , 200 , 22 , 173 , 146 , 9 , 3 B 6 , 101 , 9 , I 
190 , 14 , 155 ,i, 133,112 

tH 790 Data 165 , 02 , 133 , 113 , 32 , 44 , 41 , 32,13 
7 . 01 , 190 . 1 . 141 . 131 , 6 . 160 , 46 . 160 .a. 151 , 

138 , 75 , 135 . 16 . 250.169 
UJ 779 DATA 13 , 144 . 160 . 6 . 169 . 0 . 101 , 169 , 9 , 
141 , 170 , 9 , 172 , 163 , 6 , 16 . 7 , 38 , * 96 , 177 . 171 
, 9 , 200 , 21 , 163 , 53,141 

EM 708 DATA 40 . 2 . 141 . 2 . 212 . 190 , 90 , 141 , 09 , 

£. 101 , 1 , 212 , 160 . 269 . 141 , 171 . 6 , 76 . 06.22 
0,9 90 , 211 . 101 , 48,3 

KR 700 0 dfA 101 , 2 , 212 , 190 , 42 . 141 , 47 , 3,144 
, 3 , 211 , 160 . 23 , 4 : 01 . 39 , 3 , 190.0 6 , 144.3 7.2 
, 163 , 1 , 141 , 153,5 

LH 000 ORTA 150 ,£ 0 , 141 , 104 , 5 . 190 ,a, 172,15 
2 . 8 , 163 . 70 . 308 , 7 E,as, 330 , 473 ,HI. 6 . 14 * 
, 3 , 75 , 30 , 320 , 177,16 

CB 0 i 9 DAI'A 2 l 0 , 4 l , 4 , 240 , B,iaO, Z 55 , 141,14 
«J. 6 . 76 . 102 , 39 , 171 , 0 , 215 , 205 , 146 , 5 , 260 , 

II , 171 . 147 , 6 . 246,26 

RD 020 DATA 206 , 147 . 6 , 79 . 162 , 70 .Sl.io-O ,30 
, 290 , 17 . 177 , 155 , 6 , 141 , 147 . 8 , 79 , 493 , 30 , 
209 , 140 , 9 , 3 BB, 3 , 3 Z 

QZ 076 OATA 169 . 10 , 76 , 06 , 129 . 173 , 0 . 216,10 
1 , 446 , 6 , 469 . 120 , 217 , 167 , 48 , 340 , 27 . 139 , 
102 , 269 . 200 , 249 , 154 , 13,217 
ME 440 DATA 3 l, 41 ,E 4 i, 12 , 130 , 15 , 249 , 107,2 
96 . 141 , 100 , 9 , 241 . 147 , 5 . 09 . 76 , 11 . 40.193 
, 1*2 , 128 , 240 , 0 . 452 , 17 * 
m 058 DATA 3 BB, 4 , 163 , 0 , 340 , 35 , 102 , 07,144 
. 0 , 102 . 121 , 179 , 5 , 66 , 211 , 14 . 206 , 21 . 174 .' 

III , 6 , 340 . 10 , 202.31 

zn 980 DAT A 1.4 4,14 , Z 3 2 , 5 * , 170 , 18 , 24 , 1 B Q , 3 
2 , 234 , 2 , 240 , 3 , 24 , 105 , 32 , 174 ,l 34 , 5 ,ZOO, 
2 . 0 . 126 . 174 , 142.6 

FH 670 ORTA 200 , 6 . 174 . 143 . 9 . 240 , 60 , 160 , 9 , 
145 , 112 , 177 . 169 , 6 , 141 , 140 , 6 , 162 , 174,15 
Z, 5 , 157 , 39 , 2 BO, 173,144 
HN osa DATA 5 , 209 , 140 . 9 , 206 . 29 . 173 . 10 E. 6 . 
«a 5 . 141 , 6 . 204 , 47 . 3307148 , 6 . 200 , 7 , 230,4 
41 , 6 , 32 , 87 , 41,33 

KA 00 * DATA 56 , 41 , 12 . 112 . 41 , 270 . 112 . 260,3 
, 270 . 113 , 72 . 04 , 41 , 32 , 137 , 44 , 32 , 65 , 40,1 
50 ,*. 79 . 152 , 10.160 

TH Oae DATA 165 . 210 . 47 . 171 . 126 , 166 , 211.47 


.133,lZ7,lD0,139.A.lbO.a,174.152.6,167 
.16,285,173,166,6.141.149 
HB Oia 5RTP 6,19-J . a, Tb , Its. 2B6 ,141,117.6 . 
141,148,6.86,166.]11,5*,233,17,113,114 

,165,113,213.a,111.116 
IL 729 DATA 166.44.17?.114.153,140,3S,138 
.16,240,173,146,6.189.2*.1*0.l5,Z95.14 
4.6.144,13,56,237,144.6 
6M 916 PRTA 165,1*7,B,193,14B,36,116.16.2 
64,173,140.9,59.117,144,5,141,lEB.6,17 
3,141,9.237.106.6.24* 

JH 04* Data 25.173,160,9,261,21.176.10.19 
o.26. Y>5,137,150,5,174,160,37,169,a. 191 
,149,39.119,357.16,2*0 
6E 095 fDATA 75,33, >6.14,90, 00 h 01, 01.119,1 
12.114,7,*,32,14,34,30,59,11.34.36,24. 

28.^7.61.51 

1H 799 DATA 40,66.3,60.16.99.151,117,53.2 
1,It,99,42.5*,51,57,11, 1,6,a,37. 36.9,1 

0,07,40 

I* 779 DATA 62.46.11.16.40.22,43,23.75,78 
.75,71,70,160,151,147,149.109.176.104, 
190.109,141,117,133,126 
PH 990 PAIR 159,1*3.115,119,176,199,190.1 
73,139,144,174.198,171.191.26,tS2,167, 
199.120,15Z,127,05.01,122■106,130 
HQ 90* DATA 129,131.77,59,97,04,101,77.72 
,74,111.154,126.105,76.04,116.05,lO2,9 
7,11*.70,196,£97,164,07 
HE leea data loi,103 .]4X.134,136.30,bb ,12 
4 , £05,44, IBB, 62,105,191.199, 113, 9.6. 311 
.4,101,144,5,105,113.233,52 
KI4 1414 DATA 141,149,5,99,169,4,66,237,14 
0,6.16 0,169.149.337.141,5.170,152,S5J 2 
13,6,101,103,6,110.211 
09 143* Data 92,141,143,6,99.173,100,6,11 
3,126.171,1.01,9,173.137.32,1*2,41,150, 

4.193.135.6.153.176.34 

Ahf 1030 DATA 136.19,347,0*.177,141.5,131, 
128.173,143,9.133,127.32,167,41,1*6.4. 

1*5,133.8,153,216,34,136 

*H 1440 PATA 15,247,09,173,144,*,10,1»6,1 
.137.119,173,149,5,196,0,133,127,32,18 
7j41.194.0>lO5,iS9.6 

HR 1064 DATA 163.265,14.139.16.347,05.190 
,9,160,4,163,116,9,116,19.265,160.174, 

169.137.217.41.34.144.34 

RH 1460 SATA 249.7.19E.129.217.*0j16.144. 
21.294,£36,5,196,129,65,245,48,39,113, 
125,1*9.137.240.41,46.177 
I RT 1976 DATA 137.76.179,01.240.304.212.33 
4,5,209,212,109,4,106,135,6,170,103,30 
I .79,131.139,9.135,19,243 

I PT £406 54TR 59.173.117.6.10.16.34,196,1, 

I 108.162,3,166,9,35,£57,39,16.±39,203.1 

9,30*.09,177,134,9 

PH 1409 DATA 10.10,30.145.3.190.102.7.106 
,19,39,167,75,36,139,302,19,249,56,173 
. 171,5.1.9,10,24,106 

FD HOB AATR 3.160.192,1.109,16,3*. 167.11 
7,30,139,202,19,206,06,171,166.9,101.1 
So,*,32,150,42,154,2 

' HH Ilia data 109,179.4.193,147.43.130,19, 
247,*9,173,166. 6.141.150,6.33.160.02,1 
*4,2,105.136,9,163,147 
I DF 1126 OATA 43,135,19,347,09,173,162,9,7 
3.1.14, It0.20.145.3.190.193,3.109.19.39 
,167,£97,43,136.242 

AU 1£38 DATA 18,248,58,173,197,8.10,18,24 

,1*5,3,100,£*2,3.159,10,36.157,327.43, 
136.342,16.246.06.173 
Hu 1140 RATA 2,211,41,9,74,24,106,3,109.1 
97.3.10*.19,39.197,11.40.139,2*1.14.74 
6,09,160.0.101,175 

KD £160 5ATA 6,141.136,6,141,137,6,162.9. 
173,150,0,59,263,59,39,144,9.141,1*0.E 
, 26 0,136,0,200,215 
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EDITOR 


ll&B l>ara ^ 3Z p ZE4 J 3,f .16^. z, r 
1JS,b,170.iB,la,1S3,135,Z 
r 70j Z4e, 24B ,47. , J4 

Oil l]?a OOTO 112,1 If. 44,0.43,7 , llZj 60, BB, 
43, Z. f. i! . 112 , b»x 24.44,2, 112 , 66 , 1B4.4 

^ 4,112,112,56 

PK aam 144,44, m ,««, 144 , 44 , liz , 24 « 

xA2,t6,34,oa,zii,42.Br«,6,B,B,eje,B,a, 
e, o, ■ 

ff ll^a BATA e.174,175,IBO,Ifi^,17&,174.17 

7, 12 B, 173 , 16 '^ . 174 r 101 , a, B,ej e, 0 . a, 6, 0 . 

o. B.4.e,B 

Hv izoB DoTa o,«,b,b,b, a,t.•,«, b, a,tf, d, a I 
e,13,12,13,13,13.13,13, 11 ,13,13 ,12 
I’M Ij?)* data 13,B,a,«,«,«,«,e,B,B,«,e,B,ft 
OiB,a, a, a,e, 6 , 5 a 
TK izza DATA 37 , 4 *,i 7 , 33 ,Ba,B, 36 .J 7 ,* 4 , 3 i 
,9'7,a,B,a,e,3 5,B,6,p,B.e,B,B,o,B.a 
IH 133« oota B, 8 ,e,a,A,«.f.B,a,a,B,a,e. 5 B 
, 37,4«, 37, 33,32, B, SBj 33 ,5%,J 7,0. B 
CT iZ4a BATA a.•,0.20,a,0,0,a,B.A,0,e,B,0 

.«,«,«, 0 ,A,e,B,i,«, 0 ,B,B 
UH L 2 EB 0 A 1 O a,43,17,E7,*,15,44,41,35,43, 

0,a,B,A,0,t,t,zo,e,B,a,a,0,4,e,a 

C« 12BP DATA ■,B,a.»,a,O,B,0,«,0.0.0,B,B, 
a,Ei,IJ,Dl,SZ,37,5*,«,3ft,47,S4,EK 
£H 1Z70 DATA 41,40,37,B,•.26^«,B,■,a,a,a, 
•,B,a,a,B.B,«,«,a, 0 ,a,fl.,a ,0 
XE 120 * DATA a,a,B,30,33.31,91,37,52,51,3 
7,0,45.07.52,47,50,0,0, 16, 0.0,0, «,h,B 
m 1170 DATA 0,0.5,0, 0 ,B,a,A,i, 0 , 0 . 0 ,t, 0 , 
•,0,0,44,47,33,30,0,93,37,55,52 
po 1300 data 0,B,0,a,0,0,0.0.«,a,a,B,a,fli, 
0, a, B, ■ , 0,0. •. 0 , a, a, a, o 
JJ 1310 DATA 0,0,0,t,0,01,33,54, 37 ,0,62,1 
7.96,62,a,B,0,a,B,0,0,0,4,a,a,a 
BH 1330 DATA 0,a,B,B,a,0.t,0,0,0,43,40,0, 
B,a,3E.47,66,40,B,33j EB, 50 , 47 , 56,0 
AL 1330 BATA 52,47,0,46,47,04,37,12.55,37 
,62,93,50,45,0,52,47,•,01,37,44,37.39, 
51,0,0 

An £340 BATA 0,t,0,0,0,B,0,0,•,1,0,0,0, 0 , 

а, 0 , 0 , 0 . 0 , 1 , 0 , 0 , 0 , 1 , 0,0 

AD 130B DATA t.0,0,0,5,0,0,1,0,0,0,•.0,0, 
t.0,0,0,B,a,a,1(6,160,17Z,105,174 
H5 1300 DATA 101,173>lAE.194.0,0,•,0,0,B, 
•,a,0,B,a,0,0.i,0,0,B,0,0,0,B,0 
Mr 1370 DATA a,0,B,0,0,t,A^0,,4l,13,4T,B,3 
7,5B,50,47,60.0,13,B,4«, 44 .37,16,91,37 
ED l3O0 BATA 0,90,37,33,50,57,0,0,0.0,1,0 
,0,0,B0,5B,i,0,0,t.4,0,0,B,a ,0 
KT ±300 BATA 0,a,173,151,0,244.3,70,30,£2 
0,159,£*2,141,14,112,173, 154 ,6. 140 , 0,3 
00.154,6. 7i ,174,45 

22 1400 BATA 173,161,0,140,±3,3BB,£62,•«I 
40,3,ra,17«,45,109,0,141,1,110,173,153 
.6,240.14,ZBB,1«3,6 

JA 1410 DATA 240,3,7«,179,46,169.144,141, 
£46,43,167,44,£41,347,42i176,150,A,2Be 
,07,176,11,305,zai,7,340 
■H 143> DATA 00,301,3,300.76.173,131,6,40 
,7,153,40.100,14,75,£±0,49.161,62,1 Ad, 
50,±42,40,I,142.3 

HU 1410 BATA 312,140,47,2,140,T,Z£3,169,1 
69.I4i,3«,2,159,37,141.67,2,119,0,141. 
196.6.167,±0,141,£54 

UD ±440 DATA 6.173,155,5,141,147*6.175,ia 
4>a,±41,±4S,5.1«9,29S,14±,145,6,1E9.•. 
172,l62,a,153,30,2D4 

IF L4EB DATA 76,90,320,173,19,314.41.4,34 
•,B,l«9,299,£4t.l4i.A,75,99,220,173.0, 
210,206,145,5,200.11 

HK 1450 DATA 171,147,5,240,32,206.147,6,7 

б, 9D,±20,32.240.43,£01,0,300,17,173.15 
SX0,141,147,6,75.90 

pp 1470 DATA 330,306,146.6.200,3,X3,£40.4 
6.76.9B r 220,173,159,0.140.1,76,42,47,1 


7J,9.31B.I4l.£45.5 

ni £400 DATA 701.14,340, 14.201 . Iti, 240, £9, 
£«l,lZ,J40.61.l69.£Di,l»l,147,6.79.3£, 
Zia.44.2^6.104,5,15,E 
0^ 1490 DATA 1*9.0.141,15B,6.32,ilO,4tj76 

.56,4t,31,£10.46,239,155,6.173.JOB,5,£ 

51,7.2Da.5,169.0 

Vi isee data 141,IES,6, 33 ,flO,45,±Z7 ,is*, 
D,±41.140.B, 10 9,a,172,157.6,133, 36.2Btt 
.7b,173,150,6.14.£05 

» 1910 DATA lB6Ka7.4*.lJ3,125.1B5.^0,46, 
133,127. ILAb. 125,0, 103,46.124.45,145.46 
.151,46,173.46.190,45,307 
JZ 1E7« DATA 46,336.159.6.173,155.0.101,4 
1,200,5.169,10,141,155.5.62.49,43,76.5 

0,40,ZSB.165,6,173 

7^ 169B DATA 196.6,Hi,±±,200,5.169,1,141 
.166.6.32,70.42,76.56.46.173,152.6,7±. 
±.141,±67.6.3Z 

HA 1S4B BATA 9 *.42,?*.SB,46,173.157.6.73, 

1.141.157.6.32.110.42.76.50.46.173.3.2 

11.73.6.141.2 

CL 166D BATA £11.13.137,43,159.255.141,14 
7.6,173.106,5. £41,140.6,90.159'. 1.141,1 
69.6,32,6.47,76.06 

DJ 1*50 DATA 46,159.3.141.109,6.32,0,47.7 
0,55,46.173.1*0,5.16,10.£0.141.106,6.1 
e,lP.£4,199.15« 

T7 J1674 DAtB 5.10E,9.106.B0.133,1£6.£99.4 
3.105,0,131,137.172,1*0,5.105.S3,36.10 
e,I 77,136.7T,124.145,136 
63 150* BATA 1X5.16,247.90,159,164.141,24 
2,42,169.44,14£,243.43,1*9.0,141.160,• 

.L6B,7.169,t.lBX.103,44 
rt 1090 DATA 149,3±,153.10.46.11*,16,±43, 
1*9.1Z0,14£.S03,44,95,173.9,310.141,14 
6.6.140,3*.317,197,46,240 
LG 1500 BATA 24,130,15.140,201.*2,240,7E, 
2*1,25,340,97,202,12.340,11*.103.25*,1 
41.144,0,141.147,5,96,192 
AFT 1510 DATA 1*,144,251.192,27,144.4,192. 
13,14 4.342.152,173, lEB, 5, 1E2,, 203,4 4.24 
,100,33.153,10.46.192,7 
UN ±62* DATB 340,4.336.140.a,200,169.103, 
44,9.136,19*.±03,44,149.0.172,lOZ,6,IE 
3,30.200.£73.196,6,141 
CX 1634 DATA 146,6,£69,a.90,172.150,6.24* 
,192.169.0,1*3 203.44,153.10,49.13*,IE 
£,£03,44.163,10.49,140 
BV 1640 BATA 150.6.76.111,47.159,144,141, 
342.42,169,44.£4£,243,42,109,0.172.162 
.5,1934^10,200,141,169.6 
HU ±660 DATA 9*,1*9,1,±41,£6t.6.109,0,172 
,102,6,153.30,200,172.150,6.£0*.ZB3.44 
,41.127,153.203,44,9* 

6W 1600 Data 2X5.47.6,46.33,49.75.40.109. 
45.123,40,140,40,157.48,1*0,4*,321,40. 
0.49,97,49,120,49 

iH 1*70 DATA 169.0,ISI.±12,159,ES.133,il3 
.32.44,41,33,56.44,32,137,41.159.0.£74 
,152.6.107,30,209.76 

Ui 1*00 BAT* *6,4*,159,I.24^199,14*,0.133 
.112.159,53,109.141,4,133,113,12.44.41 
,33,6*.40,33,117,41 

UO 1090 DAT* 25,353,47,173,144,5,300.*.17* 
3.±45,5.246.2£6,150J ±13.*6,23S.±,13 3.£ 
11.£86,113,233,0,1£3,113 
UF 175* Data 32,44.41.33,05,40,33j 137.41, 
75,39.40.173,±44,0.269.140.5,305,0.171 
,145,6,10s,±41.6 

DE ±710 DATA 340,17*.24*,112,200.2.13*.±1 
3,230.144,5,305,3.230.±49,«,32,BE.40.3 
2,137,41.70,39,40,173 
OJ 172* bOTA 134.6.73.±,141.ITJ.fi.12,0,42 
. 75, tos ,4 7,17 3. £J] , 6.73,1.141,13 3. 6, 2« 
1, 3,390.6, I'i* 

MP 1730 DATA I.14£,133,5,32,239.41,74,353 


,47.167,0.141.113.6.33.317.41.76.263.4 

7,169.7.141,13J,5 

Aft 1740 DATA J! 2,23 7,41,75,2 5 £ . 4 7 . 1 73, 1 40 , 
*.S«.237.144.6.141.ISO,6,173.141.t.237 
r145.5,zee,IB.173.ISO 
□ L 1768 Data 5,2BI, 16,176.J.7S.6.4a. If 5.1 
IZj 24 . £00, IB , 133,112, 165.Jill.IBS.B, 113 

.113,32.44.4l.l£.5S 

CP 376* DATA 4* .,^2.137.4 1,76,3 9. 40.173, 14 
l.'D.Zai. 10,175.0. I 71.14D, 6, £85.3.76. 2J 
6,47.£66.HZ. 55,ZX3 

NN £775 DATA 1*.113,11Z,155,Ii1.TJ1.O,133 
.Ill.32,44.41.±2,6*,4*,sz,137,41,76,19 
.46,123,144.6,200.5 

AA 17BV data i73,14E,6,246.£02 ,iz 3^144,b, 

ZBS,140.6.208.34,177,145,6.265.14±,E,Z 
0*,2*,173,146.6.S6,±33 
ML 1790 DATA 1,14I,t40.*.J23.141,6.Zl3.•. 
141,141.6.S2.50,41,32. 57.4£. 33,HZ,41, 
1*3,112,50.293, 1 

IS IBBO DATA 133,112.165,113,233,*,133.11 
1,32,44,41,£«*,0.£S2.14S.112,32,55.40, 
3Z,±37,4£.76.99,40,173 
05 £610 Bata ±44,6.206,140, 5 , 200 .•.173,14 
0,5.3*9,141,5,240,14.169,1,141,156.6.1 
41,150.6.76.19,40 

56 1426 DATA 70,201.47,75,55,40,£74,142,5 
,250.6.123,143,6.24*.243,1*9,±,1J£.144 
,5,141.166.*,75,39 

*U 183* DATA 4*.1*9,*,24,109,£48,6,141,1* 
7,6.189,52,189,141,6,141,155,0,155.111 
,133,12*,166.113,133,137 
Dm 1048 DATA 152,B,±66-1.177,136,±29.£36, 
155,126.345.1*7,5,280,7.£86.132,ZOB,10 
0,*,340,5,33*.12*,2*9,334 
30 1055 Data 730,127,360,230,159,0,139.13 
*,205,148,•,123,14B,5,261.tSS,305,3,20 
0,141,5.33.a*.£1,32,56 
OF 1050 DATA 48,12,07,41,33,112.41,±59,0, 
141,l*s,b,141,£68,6,7*,155,33,189,0,34 
,±69,140,5,133,125 

HT £070 DATA 3*9,SE,±B9,141.6,133,127,10B 
,1,152,A,£81,13*,140,±20.£56,110,137,1 
£3,300,5,105,137,197,£±3,240 
Lr 1908 DATA 12,190.336.149,1X5,201,358,3 
a 5,233,£ 99,±3 7,2 00,336.189,0,13 9,1±3.3 
SO,14a,6,206.3.335,141,5,33 
UC 1596 DATA 58,41,S3,**,40,33,07,41,32,1 
£3.41,169,a,141,±64.4,141,155,0,70,1*8 
,32,244,348,*2,30 

eo 11*B BATA X4,113, Hz, ±12, ££3. 113 , HZ, 1 
t3.340.±±B,136,J5,*r,±35,30,±t3.1i3,±± 
2j143.112,112,112,£±3.113,240,02 
Tt 1910 DATA 90,34,EE,40,34.23,±59,36,141 
,10,±13,14J.8.213,173,133.6,141,4,213. 
169.36,141,22,200.169 
UD 1920 BATA 74,141,23,388.1*9,£05,141.34 
,2a*,109,1X6,141,25,300,±69.144,141,0, 
£,169,80,14£,£j3.A84.64 
!« £93B AATA 72,130,72,153,73,169,B.£41.1 
i,ZlZ,141,±.3£2,l4±,zz,ZAb.£41,Z3,209, 
£41.24,209,141.35,300,183 
ZJ 1440 data *,172,±±3.8,141,10,213.234,2 
34,234.£41,10,312,234.314,234,260,140, 

4,212.383,300,2X7.306. £32,5 
19Sa DATA 1*.23,169,7.141.132,E, 188 ,6, 
127,112,141,1*1,is,lOE,137,33,183,130, 
35.205,192,25.3*6,34s, 2 38 
31 ±465 DATA 112, £04, 3,230, Hs,235,1*9,0 . 
386,3,238.17*.0,32,44.4±.33,137,41,173 
.144,A,285,£48.6,2*9 

IR ±970 DATA 23,173.£4*,5,Z0E,141.*.205,1 
4,169,O.1J3.Ill,189.62.£33.113,32,44.4 
1,32,137,41,£69,2,14± 

W¥ 1908 Data ±, 212 , £69. H3 . ±41.32.286.189 
.01.141,0,2,109.37.141,1,2,104.1*5,104 
,170.£84,*4,326,2.227,2,6,32 
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Mark Hutchinson’s 

Random Notes on the Atari 


.1 



S ometime ago I enquired in this column about the use that 
people pul iheir ATARI'S to. It was only a general ques¬ 
tion and I did not really expect a lot of response. How 
wrong could I be about our dedicated band of PAGE 6 readers? 
Mony of the uses to which Atari owners put their machines are 
interesting but most people seem to think that they are the only 
ones interested in using their Atari in a particular way. They are 
probably wrong, there is someone, somewhere In the Atari world 
who is also interested. Here are just a few somples of the letters 
that gave my postman his hernia., maybe we could get a few 
people together?. 

A MYRIAD USES 

Are you retired? Mr Arnold Beecroft of 91b Dowell Close, 

Taunton, Somerset, TA2 6AU would like to set up a group for 
retired or elderly people. He would be quite surprised at the 
number of letters I get from people in their mid seventies! 1 think 
this is an excellent idea and 1 wholeheartedly encourage him. 

Why not write to him and see what can be accomplished for 14p 
plus an 5At! Arthur Morris of Romford (who just happens to be 
retired himself) was so pleased with William Benbow^s article on 
producing a book that he has now produced his own book and 
saved a few hundred pounds. 

My thanks to Nigel Holly man for the thirst quencher, and 
apologies for the wait! Jack Taylor of Cumbria has written □ 
program to help him with stocks and shores and he informs me 
that he also uses it for football pools, with ^moderate success'. He 
also uses a football analysis program which, he states modestly, 
has not mode him more than o few hundred pounds! Any offers 
for the program? 

I bet you thought that preachers had an easy time, didn't you? 
lust a few sermons on Sunday ond a few visits here and there, 
right? Wrong! |ohn |arvis wrote lo me about his use of the 
computer and it is quite extensive. If there ore any other mem¬ 
bers of the cloth who might be interested in a utility program 
that John wrote to help him with hLs duties then you can contact 
him at 205, Great Hivings, Chesham, Bucks, HP5 ZLQ. 

All the way from Italy, on what looks like real hand mode i>aper 
(can it be true?), comes a letter from Paul and Luda Clark. They 
run o hotel and were not too impressed by Mini Office 2. Like 
many other people who have written over the past few months, 
they would like to see a good database that works fim time, but 
preferably one that can be tailored to fit most needs. If we had 
someone to start this program then it could become u series of 
updates each issue. 

WRITING PROGRAMS FOR SUBMISSION 

This brings me to the issue of programs submitted by readers. 

Ok, you have a great program that works for you. Tine. But will 
it be useful for others, as it stands? Does it need tidied up to cut 
down on memory usage? What about REM's? If someone wants 
lo use it then they may also want to amend It. Where most 
programs fall down is in the documentation. I know the old 
adage, and we all do it, when all else foils, read the manual' 
however, when all else falls the manual needs to be there. Try to 
send your program os a LJSTcd file as well as an ordinary SAVE. 
Also, use single density, DOS 2,0 or 2.5 format not DOS S.O. 

LETTERS AT LAST! 

I hove hod on amazing response to this column since the 
change of format, and 1 have to apologise here and now to tho.se 
of you who may be wailing a reply. I really do have a backlog of 


The Ways you use your 
Atari ... 

Submitting programs ... 
Lots of Letters 

mail to catch up on. Who said, ‘Work expands to fill the 
available time."? It is true, i seem to hove even less time now, 
however those that included an 5AE will get their reply just os 
soon Qs I can get it out. 

Nice to hear from Paul Rixon again with (after how many 
years?) an answer to the Toons Potch' question asked so long 
ago in this column. It is a technique of 3-D surface representa¬ 
tion pioneered by S.A. Coons. We finally get there in the ends, 
folks! He also told me of his disoppointment in the, so called, 
ATARI Games Centres. Anyone else find this? (Lots of other 
letters saying the same thing, Ed.) 

Paul, along with a lot of other readers, has complained about 
the lack of 8-bit software. Probably the best thing would be to 
start some sort of petition at the next Atari Show, signed by all 
who want new 8-bit stuff on the market. At the end of the show, 
copies could be given or sent to as many software producers as 
possible. If they see the demand they might well try lo produce 
more software. The altemullve is to get your hands on older 
software. 1 know that many of you have hod your ATARI'S for 
years, but what about the new owners of two to three years? How 
many of them have played 'RasterBluster', to my mind the best 
pinball game ever for the 8-blt? Crypts of terror? Wirord of Wor? 
Astrochase? 1 could go on and on. Why can't these programs be 
brought out again on budget labels? These games were all 
available in the UK and were excellent for their time and most of 
them still stand up well today. There are many more that 
oppeared only in the USA and have not been seen for some 
years, including a game and a utility for the ANTIC mode 4 and 
5 screen.^ - something seldom fully used over here. 

I believe the future of 8 bit software is in your hands, starting 
with the next show (I write this in February). I know users will 
read and think hard about this suggestion, but will any of the 
software houses or vendors take the chance with older, and in 
my humble opinion sometimes much better, software? Time will 
tell, 

RAMBLING ON 

Next issue I would like to ramble c}n about moving from an 
S-bit to a 16-bit system and how traumatic it can be for some of 
us (if something else does not grab my attention beforehand!). Jf 
any of you hove bought an ST and immediately got rid of it, 
please let me know why, I have one or two comments lo write at 
the moment and I am sure thal you con guess that at least one 
will be levelled at ATARI UK themselves. 1 will really try not to be 
too vitriolic however! 

DonT forget to write about anything interesting in the Atari 
world to Mark Hutchinson j Holly man nt^ 

Erin vale, Flnaghy, Belfast BTIO OGL 
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Expand The CapabiUtes Of Your B Bit 

Atari.. 



t^S fSiouOtef 

Enp^rx^rvg the I'CiSC di5h(ih'iq'£^rerig7h is ^hel iCO'e US Doubler le 
ell ebOuC. A1rue ptrlDntKK in Ihn ^rtcni g1 hpirdiupr^ rngdillc^lign^, this 
chip !;dI qi.flgkly l.'^n^lgrrns^^ur Alan irT|i:i apiDUierh(HJ&fl'.''ddiBlin9With 
inniAalive Healunee never belore possessed by a 1050. Feelures khe 
true dOutHfi dDflSity For gr^at'e-r slorage. Sirglg and ddUbie densil^ 
eupporl. an accelerated I'D rate desigi^ed to tnple your speed Mheo 
pjtfrtjHnBd withi SparlaDOS and Wi EompalibiWy wit»i exiElirg Alan 
sdllware. ^29.95. 



SparlaDOS 
Cc[i.ilnicll*n 5«1 


S^wTflDtJS 

This Dish Operaling System Has. paeo wOai^ accl»™d as ihe best 
DOS li>rlhe 0 bit Aiaik range. Bps rts DOS Irom ICD supparla eveiyiciing 
trom 5.1 D diSk drives Ihrough flAM di^li; ig hard disks A sbdual rneno 
Allows rppid iransler, erasure and IdCKingiUniocmeg etlllBS using DNy 
the Space Bar, Option. Slarl and Baleoi keys. Tlw uiilhy package 
Supplied aisp lephjites a 32 cha-^ctar keybdarcJ butfar. inlelligent 
sw^lch^ig between d^ii denstties.abinsry kta nwiu. Subd-'ectdne? 
and lime.'date stamping. Ideal lur use witblhe new ;(F5S1. EK.SS 



SpprtaDOS and Doubler Pack - Only C49.95 
P.fT.' Cdnrtfrctod 

Ndwycu're no loi’.^or limiiocUO Atari sgmpalible printers and modems. 
The P;fl: CderrecDon ptjgsdnacrilyiptdiheserial disk driutifiditprany 
Obit Atari compinet and prpvidcif ihg u$er with a slandate Centrcnice 
primer interface and two FCS-2B2 serial pods. It al$o drawj ii$ pt/wer 
Inom ycur tampgior which means one less cord ligMing lor a power 
pgir^ while its compact size leaves yout work spaci> vinu^lly cluller tree. 


The P:;R: Coninectten's sedal pons uae a Fully compniibls' R' handler 
and resembte Iboso gf dig Aiah flSO intertace with Ihe same Sgnats and 
hirnaipns. ^69 95 



tCD Cdiiwjeerrod 

iCD s Printer CornecJion is g Cemrorvcs parallel pnnterintertace-lor 
Ateri 0 bi| cdmtkJters. when pkigsKito Ihe computer's aorial peni^eral 
ppri pnd Ihgndvectly into )raur prinler. n werha wittv mosi pajaltel printetSi 
and 0 dll soltware wilhoul ihe mseg. Igr special dnvgr sohware and 
includes a buiH-io pnatercaBe. CZ9.95 



Franler ^riB^iie else gsvlSMee Bl Sbt OSS pmKkids S4J01 as Actnn!. XE ^ 
Qa»c XL jnd Ihh icmanrig CD prockids - I^arrho ItL JWd R-Tiexi h P^use wiOe- nr 
phone lor ovcaiokiaiHi 

Al priOH U'KlkKlF VAT and Pl>9laaE. 


Frcolki Sdlwdre p.O, floit 1 la. Haircoals. ticrlh Vortshuc HCiZ CGE |Wa9> ^7146530577 


DESKTOP PUBLISHING NOW ON HL-KE 


R 


EdUTRFBr 6Ak CMIHl + EPSCtli-CDHPAT IDLE DDT MATRIK PDIHTpR 

* asb IMTCKrACC ton enUTUAtFHTl 


BRING VOUR PHXHITC« TO LIFE HITM I ■ TME RHAZINO 
WtH ALL PURPnSlF fWlAFT-AMD-PR INT S'Va’ieM rRDM ZZHBSI 


THE PROGRAM WftS 05EtJ CXCLUSIVELV FOR THF PROOUCT IDN OT Tit 
AHIHDFIK FOR THIS ADWFRT, I jJJri U3td ft SCITOLLThK: 

HIHDOHj USElTBSg DISRLAV TECHNIQUE. JT SPEEDS VOII FROK IDEA 
TO FTNISHEO copy IN A rRACTIDH OF THE TTMF TAKEN OTHtR 
METnoact. THERE'S MO LIMIT TO THE PROGRAH±>' VCRSftTILTTN; 



* 

"p - / - 'Wacl 

2s 


r® * , 

flaK^ = I SlTH-tytj^ -I I fLK^j^iy} . . . 
■9 i'd 




PAGE HARSHAL IS dUATLABLE HON. ALL IMCLUilMt PRIDE; E3G.G4 
so SEHO VOUR CnEaUe^HDHE V DREER/BAHIC ERAFT TDDAV TO: 


UflLRR SOFTWRRE, 115 URLE ROAD 
PORISLflDE, SUSSEH BNH-1 IGE U,H. 


ATARI USER OFFERS 

See inside front cover for details 
NOTE: Items marked ** are in short 
supply please check availability first 


“BACK ISSUE PACK 

£5.00 

f—1 

Overseas add £3 for surface mail only 

u 

“10 OF THE BEST GAMES VoL 2 

£3.95 

□ 

EXECUQARD 

£3.95 

□ 

“FIREBIRD COLLECTION 

£4.95 

□ 

STARQUAKE 



Cassette 

£2.95 

□ 

Disk 

£3.95 

□ 

ATARI USER TOOLKIT 



Cassette 

£2.95 

□ 

Disk 

£3.95 

□ 

MINI OFFICE 11 

£14.95 

□ 

“DISK STORAGE BOX 

£4.95 

a 

ATARI USER DUST COVERS 



130XE 

£3.95 

□ 

8D0XL 

£3.95 

□ 


PAGE 6 OFFERS 


TURBO BASIC 

£3.95 

n 

SPELL ME 



Cassette 

£4.95 

u 

Disk 

£6.95 

□ 


Address 


I I Cheque/Postal Order enclosed for E 
[ [ I wish to pay by Access'Mastercard/Eurocsrd/Visa 

cam «.,□□□□ □□□□ □□□□ nn nn 


Piease debit my credit card above with £ 
Signature .... 



Send your order to 
PAGE 6 ATARI USER 
P.O. BOX, 54, STAFFORD, ST16 1DR 

Plaase allow up Id dsys Tor dtliv««ry 


data; 



4f .frer nDrTl"lk-d*I.J>- 

Atari turn pise 

S0FTSC^t4 FftEEBIE 
TilN Llnat^'inflinp qama 
mppliM pn rkSHSl wim 
anti Scinihc dr 
Kau Knpy dndtr 


This SuPidlSE Mulli'JWIily Disc l 

Fsalurat 5 Gaths Merw Syctein I 

COItltS Discs I 

Ma|tS DIsce I 

Edits DIbbs I 

FduTiBls Discs i 

Biables yen to creadie Bad-Ssclet^s i 

laoigrgigsil 

I Ttie Kass-MopY Cassolte Baclmp Ststtni' 

I A most lor ill A^rl TBps iHsed sysHams 
k Capias Gam-as in a Blarrit CaEsatls 
k Special Z Pnagram Pack 
k IncrsaiieE Hie PrU^iem Leadiili] Soaeds 
k Breaks inte Prelected Tafios 
k You C3ti eiam ine % moiJltY Pivlactad Tapes 
I Full tesliTicIliPiis suoitijad 
k iLBss-Kopy Is enpy £16.95 ittc. PAP 


t Qtfeis Taps lo Disc TFansfBr 
i Oise lo Tape Tramter 
i Tape Id Tapt Cepier 
i Adlohoot CatSSOa Dreelnr 
i Flill IriStmClIdiis supplied 
r A FREE bonus garus iuelutlBd 
y Gtardlsc Is duty £19,95 IhC. 
PIP 


9nnd a chaquBiPO fuyabla Id: SOFTSCiliH, P.D. Km $4. Dsreinte, ttiipas? 5DB35. 
Akbh CBrdkdkMrk may dteir ky Mepkmi inr :ama ppf ftspalchl Oyr SirtlHBn 
cateiequa. miMlna idftwart lar matt DMvuiin, incMmp ihi xiarl XLOIL^T.rEBDD, 
ii jupplM wltk eKh ardar, H-tlnifjty land ECip Twa enpy grihy lateil l[yua. 



Alan XUXE Casalla 
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A TUTORIAL SERIES BY GORDON CAMERON 

‘GOING ON TO 

PROCEDURES 


marked by' RETURN'r the main pnjyrum cames on where it left 
off. Instead of GOSUBr you use the following syntax to use a 
procedure in Turbo Basic 

110 PROC <.ppooedupe name> 

ISO - 

130 - ‘Body' of proeetlure - 

140 . 

150 ENDPROG 

The body of the procedure is the program instructions. These 
lines are automatically indented. To cult the procedure, you use 
it's name, and NOT its line number i.e. 

EXEC < procedure iiame> 

When the procedure is nnished, and your computer gets to the 
line ENDPROC, the program will then continue running 
from the place where EXEC called the procedure. 

When programming, you may have a commonly used bit of 
code which, say, clears the screen and this gets called whenever 
your program, needs to clear the screen. You cun implement this 
In Atari Basic with the subroutine at line 9000, for example, 
then, 'GOSUB- 9000' will clear the screen. Alternatively, in Turbo 
Boslc, you could write a procedure. The main differences are 


Did you spot the deliberate mistakes in the lost 
article? I cunningly neglected to put in the line, 
'‘45 GOTO 10', in the Atari Basic program on 
Page 3.0, column 2, doing the language an InJuS’ 
tice it didn't deserve! The eagle-eyed amongst 
you will also notice that I broke the rule stated in 
bold type in the text -1 should NOT have the 
word 'THEN' after the IF statement on line BO, in 
the lX)-LOOP example on Page 31, column 2. 
Also, Q line, '65 Y=X*X', would certainly enhance 
the program. If you spotted these little 'errs', full 
marks. If not, pay a bit more attention this time! 
I'm very sorry, won't let it happen again! 

Last time, 1 tried to cover the language in 
general, as well os trying to introduce the struc¬ 
tured commands available. FU try to continue in 
this last vein this time, by toiking about another 
structured idea - that of the procedure. Proce¬ 
dures are supported to o certain extent in Turbo 
Basic, and can help improve readability and 
understandabihty, os well as making sizeable 
progroms easier to write. 

There are many limes when it is tempting to 
write the same piece of code many times in the 
same program. This is wasteful of space, and 
confuses your program. In such a case, you could 
write the bit of code which is used repeatedly as 
a PROCEDURE. Procedures can be used to 
do specific TASKS, and bearing thi.s in mind, 
programming becomes simpler. Normally, when 
you write a program, you are probably tempted 
to write the whole thing at once -1 know, as this 
is what 1 used to do! It is simpler, however, to 
break a pncjblem (which your program will even¬ 
tually solve) down into a set of smaller tasks, 
which in turn can be broken down, and so on. 
For example, when writing an art package, it 
would be easier to sit down and write separate 
procedures to, for example. Draw a line. Fill an 
Area, Plot o Point, Detect a movement. Load a 
Picture etc., rather than attempt to write the 
whole thing from scrotch. This approach means 
that, ot each step, you concentrate on that task 
ONLY, and work on it until it works. You don't 
worry otK^ut how it'll Interact with the rest of the 
program, gel the modules to work individually, 
and they'll hopefully work when put together. 


1. Procedures have a name, and you call them by that 
name, and NOT by a line number (e.g. 'GOSUB 9000' 
becomes 'EXEC CLEAR') 

2. The code in your procedure is outomatlcally indented, so 
you know what code is done by that procedure. Jn sub¬ 
routines, it Is often difficult to know what refers to what. 


Td better give you some concrete examples. The following 
procedure, and corresponding submutme in the old basic, will 
draw a border on the Gr, 0 screen : 


TURBO-BASIC 
(with procedures) 

130 PHOC BORDER 

140 POS. 0, TPEIHT " <38 ‘'a>" 

150 FORL^STO IS 

160 PCS. 1, L:PHIMT 

ITO POS. 3e,L:PRIMT "*‘ 

L80 HEXTL 

L90 POS. 0,RO-PHIHT " <50 
300 ENDPROG 


ATARI-BASIC 
(subroutine) 

130 REM Atari Ba$ic Border 
140 FOS.O, ‘<30-'s>" 
150 EDR L=ST0 19 
160 POS. 1, Ll?"*" 

170 PQS. 38, L:?"*" 

180 KEXTL 

190 POS. 0, EO;? "<36 

SOO RETURN 


PROCEDURES IN TURBO-BASIC 

The above examples are all very well, but what 
does it actually mean in practice? You have 
probably written tasks or Procedures of your own, 
without knowing it. If you've ever used sub¬ 
routines in Atari Basic, then these are very simi¬ 
lar indeed. You write a subroutine which does 
something, and your program uses GOSUB to 
call thi.s subroutine. At the end of the subroutine. 


You could call it by having lines like the following 


TURBO-BASIC Procedure Call 

4 DO EXEC BORDER 
430 STOP 


ATARI-BASIC subroutine 

400 QOBUB ISO 
430 STOP 


There is not a lot of difference in the above examples but you 


42 


Page 6 - Isjue 37 








can begin to see the advantages that the stracturing and inde¬ 
nting make in Turbo-Basic. I am sura you will agree that it is 
much easier to follow and read the TB program. The fact that the 
procedure is called by name., and not line number, also mokes 
the language more 'English-like'. 

To make your programs even more readable, 1 recommend 
putting a Couple of rem minus lines before and after every 
procedure (remember, type 2 minuses on a line to get this effect,) 
Listings 1 and 2 demonstrate this quite well, and the comment 
lines have the effect of 'separating out' the individual parts of 
the program. 

Note that, in Turbo Basic, you are not allowed to let the 
program pass over a procedure definition, an error will occur Just 
as in Atari Basic if you let your program run right through a 
subroutine without calling it. In Turbo Basic you need to put 
your main program at the beginning, with the procedures listed 
Inter on and yO'U must have a STOP before the start of your 
pnx:edures. Unless, that is, you make use of. 

THE GO# COMMAND 

You can have the procedures firsl, with the main program at the 
the end. To do this, many programmers use the GOtf commond 
at the start of their program. This is o Turbo Basic ctimmand 
which, like GOTO, jumps to a bit of code. Aaarggh, I hear you 
say - messy jumps. CO# is better however, as it goes to a 
LABEL and HOT a line number. That way. If you renumber a 
program, you don't affect where the program jumps to. So, if you 
HAVE to jump somewhere, use CO#. For the destination of one of 
these jump.^, you need to have a line on its own, with the label 
name, preceded by a # sign , For example 

10 QOif MAIN 


9000 #MAIN 

9010 REM MAIN PROGRAM STAKTS HERE 

If you use this to skip post your procedures, you hove the 
following stmeture ; 

Goto the Main Program 
Procedure 1 
Procedure 2 

Procedure n 
Main Program 

with the procedures that your program uses listed before the 
main program. The first procedure is commonly a setup one, 
listings 1 and 2 show how the GO# command skips past the 
procedures to get to the main code. Remember, if you start 
running out of lines, you can always use RENUM, as described 
in the last issue. 

STARTING TO USE PROCEDURES 

You now know enough to start writingi some procedures of your 
own, perhaps to do such simple tasks such as setting up the 
screen, drawing borders, and so on. Remember - you can pul any 
code in a procedure that you would normally put in your 
program. That includes loops, tests and other control structures, 
as well as the normal commands. As q general guide, if you 
have to write a bit of program to do a particular job then pul it 
in Q procedure if 

fhe of program is lised more once 

if is more than, soy, a page in length, and 
if you reckon the use of a procedure will improvt; the Took' and 
readabUity of your program. 


rz pm czissj 

PK zm HAtM 

«¥ 38 -- 

HZ #• ------ 

FV &8 PIIOC STARTUP 
KC «• POKE 7^2MI 

flL 78 4ETC0LDR 2,6,8 

FH 08 3ETC0L0R 1,14,14 

TA 98 PRIHT ”8" 

UJ 188 EM8PR0C 

80 118-- 

88 17#--- 

OR 118 8R0C 80R0ER 
MR 148 POSITION 0,1:7 » <38 
TV ISO FOR L=Z TO 18 

BZ 188 P08XTI8N l^LJ? 

HC 178 POSITION 38,1IT 

8M 188 NEMT L 

PX 188 POSITION 8*18t? " <38 »'8>" 

MK 288 EHOPROC 
OR 218 

OT 728-^- 

HZ 238 PROC SCROLL 

HZ 248 L-LCHC6-^S8A8Et] 

FP 788 FOH tEi8^=L+l TO 3? 

OM 288 C_HESSACE«<TEHPI-“.“ 

SX 278 L=L*1 

N« 288 NEXT TEI* 

ZX 288 HHZLE EMXEVt::^*** 

Pit S88 TEHPSASC C8.JNES8A6C* Cll 1 

NX 318 8.-MeSSA«E8ci)=0^fE88P8E*C2tLl 

T X 328 G-HESSACES CL > ::CHR8 CTEMPl 

VZ 338 POSITION 1,22 

TK 348 PRINT G—MCSSAGE* Ci 17) 

XN 388 HEN8 

MH 188 EHPPROO 

PE 378 --- 

PT 17B-—- 

MN 188 m MAIN 
SO 388 EXEC STARTUP 
08 488 EXEC BOROER 

PI 41B G_MESSAGEt="PRESS ANV KEV TO CONTI 
HUE" 

KO 478 EXEC SCROLL 
MZ 438 EHO 

Usting 1 


You do not HAVE to use procedures. Turbo Basic will quite 
happily allow you to go on using subroutine.^, as in Atari Basic, 
and, if you want, you can go on using GOTO's all over ihe place, 
and creating spaghetti code. Turbo Basic merely gives you the 
option to put a bit of structure into your programs. 

A QUICK INTERLUDE 

As a bit of light relief, before I continue waffling on about 
procedures, the following two tommonds will be of use if you 
have ever used the ON ... GOTO or ON GOSUB commands in. 
Turbo Basic. Fve been trying desperately ftj plug procedures, and: 
the use of GO# instead of the normal GOTO, however, what if 
you need to use the 'ON <VQrlable>' type of expression? Do not 
fear. Turbo Basic has the following commands 

ON <variable> EXEC procedure!, procedureZ, ... procedure n 
ON <variablc> GO# label!, labelZ, ... label n 

What the above will actually do will be obvious to those of you 
who have used the Atari Basii equivalents. Otherwise, a brief 
description is in order. The first command means that if the 
value of <variable> is !, then procedure! will be executed. If 
<voriQble> has the volue 2, then procedure! will be executed, 
and so on. As a quick example, supixjse that, defending on the 

carthrtued overfed f 
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value of a voriable choice, you want to 

1-i Call a procedure to add 

2. Call a procedure to subtract 

3. Call a procedure to multiply 

4. Call Q procedure to divide 

the bit of program might look like 

10 ON CHOICE EXEG ADD, SUBTRACT, MULTIPLY, DIVIDE 

If CHOICE Is 1, then add wiil be executed, if CHOICE i$ Z then 
subtract will be executed, and so on. When the procedure has 
been completed, the progrom will return to the line after the 
ON EXtC one. 

The ON GO# command works In an identical fashion. 

DUMP and TRACE 

To round off this little excursion, these two commands will be of 
use when you start experimenting with Turbo Basic. The com¬ 
mand DUMP is usually typed after a program has stopped 
running, whether it be after a CTOsh or a successful run. You type 
it in on its own, and press Return - no line number. What DUMP 
does is to give you o list of ALL variables and their values at the 
point when the program stopped, It also, handily, lists the nomes 
of all procedures and labels, together with the line where they 
are located. Numeric arrays are shown along with the DlMed 
values plus one, Strings names are followed by their current 
length, then the DlM'ed size. Don't worry if you don't follow - 
just try id The details tend to scroll past quite quickly, so use 
CTRL 1 to pause, and browse at will. 

The setond useful command is TRACE. When you type this, 
and execute a program, as well as the program executing, the 
computer will also output the last line number completed success 
fully. In this fashion, you can determine where the computer is 
when a certain 'thing' Is done. It's greot but don't take my word 
for it - try for yourself. When you are hnished 'tracing' the 
program, the command TRACE - will disable the feoture, and 
allow program to run without the line numbers being displayed. 
Anyway, iVe been waylaid long enough - back to procedures! 

HOW DO I USE PROCEDURES 
EFFECTIVELY? 

A.S you have probably noticed, the procedare.S I have talked 
about do the same thing EVERY Lime e.g. always drow a border 
or, like the following extract, always set up the screen. 

50 PROG STARTUP 

50 POKE 75S, 1 

70 SETC0L0R2, 0, 0 

50' SETCOLOR 1, 14, 14 

90 PRINT " <Clear screen characteT>" 

LOO EETDPROC 

This is useful in itself, but what if you want to influence what 
goes on inside the procedure [for example, scroll a message)? 
Simple! You con use variables INSIDE the procedure that are 
used ANYWHERE else in the program. If you've used Pascal or 
other structured languages, you will recognise this as meaning 
that whot we have is global voriobles - Turbo Basic has no local 
variable. This means that if, say, your main program uses a 
variable X, then the procedure can use and alter that variable 
too. In Listing 1, the procedure SCROLL uses the variable G,MES- 
SAGES, which is set in the main program, and it manipulates 
this string to achieve the .scrolLing effect. You CUn set G_MES' 
.3AGEJ to whatever text string you please, up to a limit of 2S5 
characters. 


This freedom, however, leads to a problem,. I've been trying to 
describe procedures as being separate entities, independent of 
one another, but, if all variobles are available to all procedures^ 
it is all too easy to inadvertantly alter o variable's value some^ 
where in your program, not realising that it has affected another 
part, for example, soy you have written a procedure that you 
use In many different programs. This procedure uses o varioble 
X, which it initialises and changes. This is fine, unless your main 
program or another procedure happens to also use a variable X. 
Then, if you alter it in one place, you olter it everywhere. This 
may or may not be what you want. Be warned!! 

I suggest that you use certain names all the time, everywhere, 
for values that you use to control FOR loops, and as temporary 
values, (for example, use variables with single letters, or with 
names such as 'LOOP' and 'TEMP'). For all other voriobles in 
your procedures, adopt some sort of naming convention. A good 
idea is to use some sort of prefix. If you have a procedure, PLOT, 
which uses its own variables, then you would be better to use 
variable names like PLOT_X and PLOT_Y, rather than X and ¥ . 
Using the underscore Q in voriable names helps to avoid ambi¬ 
guity. 

Finally, if you wish to pass values from your main program to o 
procedure, use some other convention. I use the prefix G_ in 
lifting 1 - the G signifies globol, which reminds rne that the 
value is being pa.tsed from the main program. Exomine Listing 
1, and you will see that I have used G_MESSAGES, as I men¬ 
tioned eorlier. The value of this is set in the main program, 
before the procedure call, hence the G_ prefix. 

The above is just an outline - do whot you find easiest. 1 
understand that the last bit may seem □ bit vague ond difficult 
to follow. DON'T WORRY! Experiment for yourself, and you'll 
most likely master the procedure within a few hours of tinkering. 
After all - it's only a glorified subroutine!! 

TO FINISH OFF 

I've Included one program (LLstiny 1) which sets up a screen and 
border, then scrolls a mejwage until a key is pressed. This is o 
good example of procedure use, as is the other program (listing 
2) which demonstrates what structuring and use of procedures 
can do for a program. In Listing 2 you might not, and in fact do 
not need to, understand what the actual code IN the procedures 
does, but the procedure names and indenting should help in 
understanding what each bit does, I hope! 

The progrom is just something I came up with after tinkering for 
a bit with the MOVE command, which I hope to describe in a 
later article. It draws some pretty patterns on the screen, then 
proceeds to .scroll the top half upwards, and the bottom half 
downwards. Then various fancY screen fode/wipes are executed, 
before the whole process repeals. You don't need to undentiand it 
to make it work, so give it a go. It should give you a good ideo of 
what Turbo Basic Is capable of. 

UNTIL NEXT TIME 

■Well, I guess that about wraps it up for another issue. I hope i 
haven't lost any of you this time round. I try to write as 
informally os 1 tan, to keep the articles readable, without getting 
too technical, but 1 don't know if] succeed or not. I also fear I 
have gone on at loo great length onc'e more, I can see the Editor 
shaking his head, even as 1 write? 

Anyway, write to me if you have any questions, and if you want 
me to cover any particular area in the future, if nobody writes, 
then I don't know whot everyone wants, or thinks, so put pen to 
paper. HI be all too pleased! to reply. 

Next time. I'll try to cover some of the new commands avoilable 
in Turbo-Basic, such as those for Graphics, Memory and Arith¬ 
metic. 

Write to me Gordon Ccuneron, at 13 Muir Bank, Scone^ 
Perthshire, PH2 6SZ, SCOTLAND. • 
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TURBO BASIC DEMO Listing 2 



Ux 


rfFHT L 


PK 

7ea 


vs 

4.xq 

EUffPROC 


Bp 

7 9« 

PROC BAAM 

DU 


------- 


HH 

eat 

F4P TO « 51EP -It 

qx 


-—---1- 


ML 


PinCLE 1»4,1B4^H 

as 


pqqc FALL 


Elt 

BZO 

MEHT A 

tr 

4EB 

FOn l..=4 TO Lfl 


arc 

43B 

FDR L=0 to 9B STEP 9 

NX 

4EQ 

hovit aLT44t«Ld TDP«BqHL,.B4 


DI 

■ 44 

PLOT L^LrORAHTO 4l4-L,L 

DM 

*79 

rtCNt L 


FX 

«3t 

DHAhFTO 31S-L,XH-L 

HC 

49* 

EHBPnae 


07 

064 

OnOHITQ L , 191-L IDRAHTP L.,L 

pj 

47B 



e* 

ere 

X 

n 

X 

□ 5 

sea 



JT 

eon 

P14T ieo,BjBfl4HTO e,i9i 

FI 

31B 

PHOC HIPC 


MU 

evB 

' 4aAHT0 !119,191;0RAHT0 144, B 

«T 

Sle 

iL.=a 


ItJ 

94B 

PLOT l.B4,19lF0RAHTtl 4,4 


9 3« 

MUIIC L<41 


EU 

310 

DRAHID 319,ei0PA.HT0 144,191 

£K 

B4a 

Pane. f+l^hHbT 


ZL 

*i« 

PLOT iee,4(0RaHYD lfiB,tOl 


s^q 

i.=L*i 


FC 

939 

TEXT 55,^91," a SIWLE bEMOHSTRO 


9e« 

HEHD 



TIOM 

'■ 

19 

57* 

1 - 

a 


VI 

S4« 

EHBPnaq 

m 

344 

KePFAT 


PC 

904 

-^ __ 


ati 

HOVE F,r HOP* CLW««]i j 44 


PX 

*99 

1 

1 

1 

1 

1 

1 

1 

t 

h 

1 

1 

1 

1 

1 

1 

1 

j 

a 

1 

1 

1 

Y 

f 

1 

1 

1 

1 

: SH 

Bei 

L:=:L*i 


Hd 

974 

H HRIM 

ZL 

BIB 

UHfIL L>:;17a 


OH 

944 

EXEC StTlJP 

US 

B3B 

FHUPIIUe: 


zo 

938 

H)1AT4:ZEElEKEC rttPE 

9Z 

Biq 



AL 

INO 

HHAT=t:eREC HXPE 

PB 

9*9 

-—------—_ 


HC 

ABU 

CHEC PRAM 

□« 

esa 

pa DC BI^PULL 


JH 

1BZ« 

00 

Zt. 

4«« 

nnuF rop47B4a>F,4t 


JZ 

ie3« 

FOR LMP = 1 TO »B 

cq 

e7» 

'■noUF T4P*«qqq, Tap+4a40, 3B4a 


ZM 

1*4* 

£HEC SCROLL 

^9 

4qB 

HOVE r,TDPF4apa ,44 


UI 

loeo 

EHfC SCftOLLZ 

ere 

Bib 

EHOPRCC 


XT 

Iftee 

■EXT LOOP j 

Oti 

TH 

--„ 


pH 

1474 

MOVE TOP.ALT.7900 

Ah 

7jie 

r 

r 

1 

1 

1 

1 

1 

1 

i 

1 

1 

1 

E 

1 

! 

1 

1 

1 

1 

1 


GH 

leee 

»0iar±RHPCl)«tSS9 CKEC WIPE 

SH 

799 

PRDC SCROLLZ 


US 

ilPTB 

EXEC RISE 

SP 

7S9 

NOME TOP,F,40 


FL 

1140 

HHAT=nHP Cl>RZEE! ^HEC MDLPC 

' UE 

749 

HOME Tap44fl,top,3944 


KV 

lllB 

EKCC FALL 

YQ 

799 

INQUE Tqpi>3E4B 


rn 

IIZO 

NHAn^flXPEXI VIEEIEMCC HIPE 

MB 

704 

ErropAbt 


HT 

iiza 

EXEC CURTAIN 

P± 




ru 

1140 

Loop 


A COMPLETE SERVICE IN COMPUTERS & SOFTWARE 


GAMES Cass Disc 

Leader Board . S.gs fi .95 

Summer Games . 12.95 

Gauntlet . 2.99 11.95 

Gauntlet Deeper Dungeon .. e 99 
Smash Hiis Vol. 1 -7 each .. 6.99 

Living Daylights . 0,95 

Trivial Pursuit . 12.95 14.95 

Fighter Pilot . 0.95 10.95 

Tomahawk . 12.95 

Mercenarv . 7.9^ 10.95 

Second City . 4.95 7.95 

Compendiun . 9.95 12 95 

Spy V Spy ., 6.99 

Sp-y V Spy II . B 99 

Spy V Spy III .. 4.99 6.99 

Spy V Spy Compendium .... 8.95 12.95 

Aztec. . 4.99 6-99 

Polar Pierre . 4.99 6.99 

Bflulderdash II . 4.99 6.99 

Mr Robot . 4.99 6.99 

Bela Lyrae .. 4.99 6.99 

Greatest Hits Vol, I . 4.99 S .99 

Boulderdasti Construction .. 0.95 

Arkanoid . 9,95 

Trail Blazer . 9.95 

Footballer of Uie Year . £.99 12.95 

SNent Service ., 6.95 10.95 

FI5 Sifilte Eagle . 8.95 10.95 

Solo Flight II .,, . S.95 10.95 

European Soccer . 12.95 



GAMES Cass ,DIsjC 

Winter Olympiad SB .. 12.95 

Mira* force ..... 6.E5 0.95 

Winter Events . 8.95 9.95 

Eidolon ... 9 95 

Hacker . 6 99 

Rescue on Fraclulas .. 6.99 

Ball Blazer . 6.99 

Rampage .. 4.99 6.99 

Ghostbuster^ . 9.99 

Cross Country Road Race .. 1.99 5.95 

Atari Ages . 4.99 

Atari Shoot'em ups .. 4.99 

AUi Platform Perfection .... 4 99 

SpindiZ 2 y .4.99 6.99 

Internatponal Karate . 6.99 

Speed Run .. 7.95 9.95 

LilUe Devils .. 6.95 B .95 

Touchdown Football . 9.95 

Night Mares . 6.95 8 95 

PitstopM . 11.95 

Spirtire 40 . 4.99 6.99 

Draconuc . 8.5010.95 

Druid .... 4.99 

Whirlinund ..... 4.99 

Encounlgr . 4.99 

ADVENTURE/STRArEGY GAMES 

Hitchhiker's Guide . T9.95 

Ballyhoo . 12.95 

Suspeci . 12.95 

Hollywood Hi Jinks . 12.95 

Slarcross .. 1295 

Enchanter . 12.95 

Cutthroats . 12.95 

JiiDcter . 16.95 

ThePavm . 16.95 

Lancelot . 12.95 12.95 

Ti me fl Majik . 12 95 12 95 

Ingrids Back . 12.95 12.95 


ADVENTUREySmATEGY GAMES 

Alternate Reality City . 

Alternate Reality Dungeon .. 
Temple ot Apshai Trilogy ., 

Gunslinger . 

Elemal Dagger . 

Battle Cruise .. 

2211> Baker Street . 

USAAF . 

Computer Ambush .. 

Warship . 

Carrier Force .. . .. 

Game of Anteim . 

Kamfg.ru ppe . 

Mecb Brigade .. 

Getteaburg . 

Panzer Grenader .. 

Sons of Libeiy . 

Sfuloh .... 

XLflCE CARTRIDGES 

Rally Speedway. 8.95 

Designer Pencil . 8.95 

River Raid . 8.95 

Pitfall. 895 

Pitfall II . S.95 

Space Shifttle .. a.95 

Dreadnought . 0.95 

BlueM 0 .x . 14 95 

Ball Blazer . 14.95 

Final Legacy . 14.95 

Lo^e RunrKi .. . 14.95 

Amhon . 14.95 

Star Raiders II . 14.95 

Battlezone . 14.95 

Psngo .. 12,95 

Pole PdsitiO'n . 12,95 

Defender .9.95 


14.95 

14.95 

7.95 

9.95 

16.95 
£2,95 

9.95 

25.95 
25.95 
25.95 

25.95 

25 95 
25 95 

22.95 
22.95 
22.95 
22.95 

22.95 


JTILITIE8 

Mini Office II . 

Atari Writer .. 

Atari Writer Plus . 

Macro Assembler _ 

Assembler Editor .. 

Microsoft Basic II . 

Silent Butler ... 

Planetarium .. 

Cut n Paste . 

Graphic Art Department 

Printshop . 

PnntstiDp CompaFiion . 

0 JDGET SOFTWARE 


18.50 

29.95 

29.95 

19.95 

16.95 

19.95 

16.95 

16.95 

22.95 

12.95 
29.00 

19.95 


219/221 Cannock Road, ChadsmaDr, Cannock 
Slaffptdshfre, WSIl 2DD 
Telephone {0543]i 466577/B/9 vka 


Add SQp lo iorders l»S dial £S.QD 

An pricn are eomcl H time af guieg m 
prast. Access or Visa mien wb Iccnne 
Please add Cl llftm far 

Plflaas make CNegy^s Of Pdilal Didara paV9l>le te: "MILES flETTER SOFTWAHF 


L»s Vegas Caslnc . 

... 2.99 

Speed Ace . 

... 2.99 

Rockford . 

... 2.99 

Football Manager .. 

... 2.99 

War Hawk . 

... 1.99 

Snccer .. 

... 1.99 

Dn Cue .... 

.. 2.99 

Kickstart ... 

1.99 

Nintt . 

„ 2.99 

Pirtall . 

,. 2.99 

P '01 Hole Pete . 


Mutant Camels . 

.. 1.99 

Huver Bover . 

.. 1.99 

Henry House . 

.. 1.99 

Revenge II .. 

,. 1.99 

GrandPrix Simulator . 

-- 199 

Transmitter . 

199 

Zybex . 

.. 2.99 

ISO .. 

1 99 

Video Classics . 

.. 1.99 

Up Periscope ... 

.. 1,99 

Rogue . 

.. 1,99 

Mattafllatta ... 

„ 1.99 

Submarirre Commander ,, 

1.99 

Pro Golf . 

.. 2.M 

SpQOkey Castle .. 

.. 2.99 

Daylight Rubbery .. 

.. 1.99 

Cops n Robbers .. 

.. 199 
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CONTACT 


FOR SALE 


XL SV5TEMI aOOXLwith i0.50 iliskdrivi:, 
sfl-ftwcuw' and muu-s £120 o.n.o. TeL. WkI- 
fold (02fiS) 732?W 6 p.m. 


XL SVSTEAI:: JlflfJiKL., 1050 disk drive, 

102V priinlur, Toucti Tablet (with Atari 
Artist), Reploy Sartiplvr, Mini Office il, 
oamrsj jcivstLckj aLL leads and ntr;! rlanb,. 
Machine [.anjiiju^' ^cl^ Beginners book, 
miiguzines. All in ooi^d candltian, £200. 
Tel. 03fi (LjZj WoJvertiainpronJ 

US l>OUBLER CEflFS: For IQSO disk 
drive £1-5. Pberne Andynji 02&4 783 

MACAZ1IV3ES: PAOt ■6 ISiiH.'s 15 to 33, 
ATARI U5tR Val. 3, 1 to VoL. 2, 12 rom- 
plete. ST USkR Vol, 2 CompleCe, ST WOULD 
I s^iie 1 to present. Ail in 
condition- Any crfJtTS? TeJ. John on Eorn- 
sJejf (0226) 7fi7eiaS. Evening please 


SOOXL' With leiinis, v.y.'f. 1010 recorder 
v.g.C. with leads, stLIJ boxed plus jaysrick 
and £50 worth a# saftwufc. BaruciLn at 
£y0. Tl-I. llav. dSOEQS 

800XL SYSTEMt BGCXL wUh lO.-iO 
awdtchable HP/L2, doubler, write protect 
switch, diskhank, lots of proorarni^ t>ooks 
(fl), mays (.53) and more. £2^0. No splil.s. 
Dave, 34, Hoggs Lone, Ritllliinghain. C31 
3 SB 

130XE SYSTEM; 130Kt ISftk computer, 
1050 disk drive fitted with Hyper Drive. 
Bath boxed oi new. £11S o-.v.n.o. ITinne 
OS24 7S1.5SI3 

aso I>R]N1 ER INTERFACC: Complete 
with manual £40. Tourli tablet tKJXcd us 
new £l2. J’age 6 mu^zine issue 14 to 3^6 
in two binders £2(3. iTamewohd word pro¬ 
cessor. the BDsT B-hil pr-ocessor, £15. 
Phone 0524 7.5l.??'3 

aOOXL. SYSTEM; 800XL computer, 1050 
disk drive, datacoidei, joystick, gomes, uJ] 
excellent condttian £Z00. Phone 0224 
B79202. 

XL SYSTEM: BDOXL, lOLSO Drive, cassette 
deck ond Ut.ipirax. £5W wcuth of software 
on disk, cartridge arid lope. £160 O.n.o, 
Phone Mick un 0204-*3K9 

XL SYSTEM: BOOXL, 1050 Drive {1.5. 

Plate flttftl). 410 easselte unit, 93 game 
disks, 4 cartridges. blank dl.sks, joy.sLick, 
Atari User mays und manuals. New box^ 
games including:- The Pawn, Ouild Of 
Thieve*. £250 o'n.o. Contact Mark on 
0732-4341^8 

XL SYSTEMS; Two fMJO KL's^ lOSt? Drive, 
over 100 disks filled with utilities, games 
and adventures.etc,, many magazines. 2 
diik boxes and dust covers. Great offer at 
£150. Telephone; Norwich 0603-633322 
(after 6pml. 

XL SYSTEM; 800XL, lO.W llttve, Ktl2 
reconkn, joystick and 28 Driginol games. 
All worth over £.500. Askiiiy £1S0! Td' 
01-289-5199 

5S0STEM: 1 year -oli, used for few hours 
only. Also lOO cuirreflt, boxed original 
prbyra.ms, including Powendrome, Super 
Hang-on, et<-, Orid Page 6 magazines 
From Issue 2 to 35. Cost new over £2!XI0. 
^ould consider splitting {nut mags!). 
OffcTS. Please phone 026*-6'!)762i alter 
Bpm Off weekends and ask for E^ay. 

SPEECH SYNTHESISERS: Poge 6 speech 
synthesIWT, ready built (uses |/i ports); 
£20. Maplin Computer speocn synlhcsiser, 
usJn^ wnok- words stored on ROMS {needs 
S50 interface or poroliel I/O pcrt); £28. 

Tel. ri502-.566tl2^. 

XI. SYSTEM: 8O0XL, 810 disk drive, cas. 
sette player, *0 disks filled wil h gurties. 
Ulilibes, etc., ROMs, tapes, disk tiaxe.*, 
TOpliis magozlne-i, £115 b.n.a. Ring Gra¬ 
ham on 0^2-864292. 

XL SYSTEM: SflOXL, tO.M Dfdrive, 1010 
rocoffeter, 1029 printer (long cable), pys- 
tick, disk boxes, kimf (LJffici; I], Alanwriter 
llus, PfOOfreader, D-D Copier, DOS 2 £t 
2.5. Turbo Basic, game* on CUrtridge, disks 
on-ii lUpos. £250 o.n.o. E.Marton, 2£ Hat- 
field Cardens. West MOrlkseulon, WhitLey 
Btiy. Tyne & Weor NE25 SQF. 

XL SYSTEM: 900X1, 1050 disk drive, 
Phonenuirk recorder, various software cm 
disk and tape. £120. Tel; Caernarfon 
(02S<s) 58(^7. 


S-BIT CLEAROLI I; XCl 1 Dust cover, 
£1.50.; Music Maker {cartridge). £5.00; 
Pilot Language (ciirfrictye), CS.CXi; Macro 
Assembler {drskl, £10.00, tastern rmnt 
(cassette), £2.00; Cfmveffsalional French 
(euSseiljt). £3.00: Trivial Pursuit (dijk), 
£5.00. All wftwon.' titles are originals. 
Phone Dave on Cardiff (0222) B21629 
Mpuday - Friday {El.OOam - S.OOpm) or 
Cardiff (0222) 598440 evenings and 
weekends. 

XL SYSTEM: BOOXL, 1050 dlisk drive, 410 
tape deck, lots <vf software on cassette and 
disk, loads of magazines, blank disks, 
joysticks, haok* and kxkiny disk box. Sell 
for just £170 (including carriage hy next- 
day courier!!). Pheme MtirkWayman an 
0422-330573 betw-een 9a m and Jpth or 
on 0422 835256 ut uny other time. 


1029 PRINI EH; Cpmpletu with Font IV 
eharciclcr chip, £B0 o.n.o. Tel. Koberl on; 
01-363-2847 after 5pm, 

MONITOR; Jaw Re* monitor (collect), 
1050 disk drive, XCEl lane recorder with 
assortme-nt of cusseltei, spartaDos Rtime 
clock. Atari Micrnsofl hosic II, MAC/65, all 
ij re cariridqcs with manuals. Two books 
Assembly Lanmjnge Frcwriumming For the 
Atari (Murk Chasin) and Machine l.an> 
gutwe For Reglnnors (Hichurd Mansfield), 
ulJ lor £150 o.n.a. Will spilt or arw leosdri- 
□ble offer ennsidered • Phone 02*9-743725 


WANTED 


PEN PALS/HELP I 

PEN P,ALS: I would like to hear from 
other 8 bit users araund the world, I have 
a 1.1£lXl::, 1wi> 1050 disk drives, XEPfiO, tht 
new Diamond G45F., ST jtir {Cruphic Oper¬ 
ating environment an cartridge - looks 
and acts like CUM on the -STl. Write cr 
phone, Guillermo Martinez, 245 N6 25th 
Street, Miami, ricifiiki 33137, U.S.A. Tel. 
{305)576-8945 

ADYT3VTURE HELP: Can onytmc It'll tnc 
how to get post thf ptulcullis and the 
crubi in The Golden Bolon (Advc'dl urc 
Intemaliomil)?? Plcosc write to; Tim Her¬ 
man, 25 Prince Edward Rood, Billericay. 
PiSes, CMl 1 2HB or ring (0277) 631029. 


XL SYSTEM: SOOSL, XCI2 ca.s.sette, 1020 
printer/plo-tter ply* 6 i^mrr rolls of paper. 
12 cosseLte games plus joystick. £120. 
Buyer must coikcl, Tel {05435) 5096 

XI. SYSTEM: 800X1, 1050 disk drive. 
1010 recorder, joy.sttck , lots of tn u-nd 
disks Orid 2 Cartridge’s (all ariginal) and In 
gBod condition. £140. Tel 01 i-m4-4356. 

ST SYSTEM: .52031I M, rrltiuSL', jpysLick. 
14 wflwiirc disks. Little used, Irorgaln. 
£22.5. Sneech synthesiscT from Page 6 
iksiLC 19, £10; Numeric keypad from Atari 
User October 19B6, £8, Compute! boakz 
'Mapping the Atori' and ■'Atari Colktliun 
'i/oi, 1*. £10 Ihe two. MactronicE printer 
interface for Atan 400, £.5, Cull; Rochdale 
(0706) 50244, 

ST SYSTEMt 52QSTFM plus 1Mb Drive, 
mouse. Past Basic, Camp Pro (/stick, 
Dungeemmuster, R-Type piuE lots of other 
games. PD ;stafF, ma^i-inL’ii. boxed (cost 
C50(>p]us). Sell for £300 o.n.o. Ring jamei; 
on (06l)-620'4065 uftcr 6pm. 

XE SYS I EM: 150 Xt plus 1050 Disk 
Drive. Mac 65, Action! plus Toolkit, Mini 
Office 2 pJus manuals., games, all Atari 
User Mags, plus som^ rciOL* 6 -und Monitor 
mogs. Revised Mapping the Aton, lock¬ 
able Disk box plus 60 desks und iuyslick. 
tkccdJi'nt condition vi'ith boxes. £.350. Tel- 
03526-5667 otter 6pm. 

XL SYSTEM: WXL 1050 Disk Drive, 
102:9 Printer, Philips BM7S02 green M&nl- 
tor, white computer desk, lockable disk 
box. All boxeti. plus printer stood, SOft- 
wore and disks. £2B0 o.n.o. TeL. 
01-517-^396 

SF3j4 DRIVE: 1/2 meg fcrrST including 
welt over £100 of original software. £60 
o.n.o. Telephone Kevin on (0*1)-442-4 791. 

XL SYSTEM: BOOXL. 1050 Drive fitted 
with U.S. doubler. XC12 data ceconler, 
S5£Hnlerfuce. 1020 prin Ler/plottei, 822 
thermal printer, touch tablet plus Atnri 
(irflst canridge, lOO's of disk games, 
books., magazines and disk boxes. £400 
a-n.O. WjJ) split some items. I^one 

09Cia-.5ll277ft. 

XL SYS’] EM: BOOXL, 1050 di^k drive, 

1010 cassette recorder, many disks and 
ca,wtt«, 2 (OySlicks. All in excellent con¬ 
dition. Also many issues of Atari USft, 
rnonuals tinil books, worth over £400. will 
sell for £250 o.n.o. Tel. Flbn| 61850 after 
4pm. 

MODEM; V21, V22. 300 and 1200 baud. 
Full and half i.Juplt'x, £75. Datari interfoce 
■with software, £30 or both for £10(), ROM 
■Emulatar plus software and instiuctionE, 
£7.50. Books and magazine^, id. 
(H25-879535 after 6pm or weekends. 

MEMORY DPCRADE: 256K upgrade for 
300XL. Includes R X 256k Drums, Decoder, 
Chip Sockets, full fitting instructions and 
software. Modified 1X15 2.5 gii'cs single 
rkrisify virtuai drives D7 & DS. £50. Tel. 
0425.B79535 afl6i 6pm or weekends. 

XE SYSTEM; 150XC und 1010 recorder 
£50. Origina] tapes: Tomahawk, Colcmrs- 
pi.iw and Strung' Odyssey, £2.00 each. 
BookE; 'RevLwd Mapping the Atari', 

'SOOSL and Beyond', £S.OO each o.n.o. 

Tel. (0307) 60.5244. 

1029 PRINTER: As ric'w, bfxtd with 
paper and software, £12S. Phone I To nren 
on (0621) 7fi2826 evenings please. 

XL SYS I EM: BOOXL, 1050 disk drive, 
boxed with over 40 public damaLti djsks- 
Buyer must wlkfi, £1.55. Td. 

0992-392ES3 (Nozelng) after 5pm. 


['KCHIRAMS; Disk copy of the twaprog¬ 
rams 'Alpha' and 'Hexfseri' (up unrf run¬ 
ning) from the book Atari 130XE mochiJH: 
Language far the Ahsbluk' Beginner'. Disk 
suppLica Ring Harry on (07 G 7) 47:Jl36 

PACE 6: issue 1 wanted. Phone Acu'iy an 
0264 781966 

DISK IIHIVE/PRINTER; 1050 or XF551 
dlEk drive in running anjer. tpsun or any 
campuliblc' dot matrix printer with nr 
without interface. 'Will (pJlecl anywhere in 
Iht North West. Ring Gwen on 061 251 
5150 


XL/XL OWNLHS; Contact wanted from 
□ny S-hit cvwneri unyv^'hcre, to exchange 
hinls/tips. All letters onswered. Write to: 
Mick Alison, 9 Muckhouse Avenue, Wallli' 
amstow. LONDON tl? AKf, Ttrl 
{ri]}.55l-'X)40. 

SlEHKA ON-LINERS’! Anyone, any age, 
anywhere in the world hi help me set up a 
natiOnw'kie/worldwide Sierra On-Une 
Adventuire Tloyers Croup. Please send 
ytiur ideas, suMeEtions. interests and com¬ 
ments to; |ohn R. IJamsIcy, 32 Merrivale 
Rcxiid, Rising Brook, .Stafford, Stuffs, 5T17 
9T.R. FNCI..AND, 


1030 HfVK DRIVE/PRINTER: 1050 disk 
drive (standard or enliaiicfti). Also Epson 
com patible dot matrix printer with Atari 
printer cable if passible. Please cull Kevin 
wKli jirkeand purlicularson OXFORD 
(0B6S) 711091 

XL STARTER: BOO XL ririd cusactle wan¬ 
ted la enable us to get started - ours is 
rubbish! - oLyi an orlHjinul initructiun 
tiaok as ours is missing. ROMs and soft, 
wore lo suit young- user also welcome. 
Please telephone with price reii Hired la 
Nirk Mills (0B677) 2290. 

3T AllVENTURtS: Sierra On-line angin- 
als:- Space Quest 1 £i 2,1’aiiCf Quest 1, 
i.eli'iire Suit Larry in the Land a? the 
Lountw Lizards, Mlxed-Up Mather Goose 
and Block Cauldron. Packaging unim]H?r- 
tant but KftlST be odginol goni'es with lull 
dacumenlulion. Please write, stating price 
and poEtoge ccistj. reaulred to; lohnK. 
Barnsley. 32 Merrivale Road. Rising 
Brock, .Stafford, 5T17 9tB. ENGLAND. 

PAINE EH: Aturi 1020, 1027 or 1029 in 
good condition - must he capoble of print¬ 
ing graphics.. Prclerably T^ith manual. 
Telephone: Mr.T. Paine an Bagnar Regds 
(Cade CIZ43>-B22231 

PBINTER: Atari 1027 or 1029 witli soft¬ 
ware. Write lo: Mark Fvnwick, 29 Conway 
Etreel, Long Eaton. Nottingham. NC]0 
2AF. 

CASSETTE DECK; 1010, XCor Phone- 
mack. Also manual far F.ii-san LX80, 
^hiChina Lunguugc 2nd book and De Re 
Atari. Phone .^teve Telford (15952) 610950. 

SUPER 311 ri Dl TER 3: Hulpl Does any¬ 
one out there have a copy {ortaSnal) of 
Super .3D flatleir 2, by Cmiian Software. If 
■so contact Steve Holmes, .3 Whitmofe Ave¬ 
nue, Crassmonrir, Chastcriicld 542 5At. 
(Will pay up to £20 or .Ewap for Mapping 
The Atari - revi-st'd edition). 

SUFE-RSCRIPTr word processor and 
manual In goad order-Phone; 

025-1-5-6183 any time. 


it PENPALS: Mil To all Atan u.sers. I'm 
|ulie [29yrs) and 3've lu.st hfCamc the 
proud t>W'nar of a. 52CSTFM. I need help 
getting started and I'm tmerested in 
graphle art, databases and just writing 
tetters, bo come an! All leiter? will be 
ari-Swcncd promptly, U.K. or abraiui- Wrilc 
to; Julie, 149 Malvem Crcscenb Darling- 
tcjji, Co.t>urham, DL3 9UN. 

TEXTPHO; 1 would like ta hear from Tex- 
tpm U-sers. Beginners or experience users, 
problemE or hinLs and dps, Let me know. 
'W'rite to Steve [[oJmes-Brown, 23 Pa<j| 
Close. Trench, Telford, Shratmihirc TF2 
6Qt. 

XI USER: My name is David. I have an 
SOOXL, 10.50 disk drive, 1010 tape unit 
and u 1029 printer. [ am inten^sletl in all 
types of software, adventures, aircade 
dumes, etc., all letters onKwered- Wrile ta; 
David FoMln, 49 johnsan Street, Lower 
Hopton, kfirfieid, WesI Voikshire, ■WF14 

ST PENPALS-t Ji you ore intere.sted pl ease 
wrile to T>anie] Bdte.s, 8 Birches Close, 
Selsfy. Wes 4 Sussex. 1^20 9tP. 

i.OCO/LI5P USERS: Anyone who ran 
help a heglnner please. [ have some U.S. 

f JixHjrum literature as a guide. Cantatt; 
im Cutler, 44 'Wi'aler Struct, Gcear Har¬ 
wood, Lancs. BB6 7QR. 

ATARI PENPALS; My name isOJe Cer- 
deii, E''rn 16, male, and am looking far 
other computing fans to write to in Greal 
brilain, 3 would very much like la da an 
exchange to Britain to improve my En- 
lish and loom mote about campatirig in 
ritajin. n^ose write (in InglLEh!) to: Ole 
Getdcn, Strucksdomm 9, 2590 FLEN5- 
BURG, "West Gerinany. 

XL PEN I'^A 1 have recently aeguirad a 
1050 Disk drive with Lasnei ennancement 
far my BOOXL und wouLd like any infar- 
motion an Laser saftware. Write to: Alan 
Slrwttan, 25 Stevenson Sireet, Noalh- 
omnton, 1VIN4 9]’F ac phone: 
(06041-763210. 


XL SYSTEM; SOOXL and 10.40 drive in 
eKChangt* far my Commodore C64. data- 
corder, software, manuals, etc. t willcal- 
lect if in N.^E, England/Scalland area. 
Phone Steve on 0573-2.?fl69. 

DISK DRIVE: lOJO. Aldrl Basic Ref. 
MaruLul, Vour Atari Computer Manual, 
Mint Office [l, plus Other auiinesa/eri- 
ginccrina software. Phone Brackley 
(0280)-704432, dwy or evening. 


CO'NIACT U TREE of charge and muy be used by any genuine 
Atari enthu>iast for contacting other owners. Any notice may 
be icieludetl except those ofTcrlitgi Ntrriwure only for sole or 
exchunye tir those offering items for sale comimercially. The 
Editor re.survesi the right to omit oiiy notice received at his 
disc region.. 

Send your CONTACT notice to CONTACT, PACil ft. P.O, Box 54 , 
Stafford, Sllft ]E>Kr Please lYfite your notice on a separate 
sheet of paper, not os part of a Letter, 


XL CONTACTS; 1 am an B-bii lasactle 
user and I wauJd like to hear fram anyone 
who owTiB the 600XL and aasscHc -system 
la ^rxchatigv hints, lips and newE. 1 haw 
got quite a good colled iarl of budget 
grimes and um interested in adventures. 
Please write la: Darren Maloney, 58 Dis¬ 
raeli Raud. Forest Gate. London £7 yiT. 
ENGLAND. 
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PUT THE RACING GLOVES ON 


' Jt's arrived!' InttioHy advertised in late 
19S7, Red Rot s SPEED RUN, billed as the 
most realistic rally ya-miC on four wheels, 
has finally been relea'>ecj on the Atari R bit. 
Unlike previous race simulations, this one 
features a 'behind the driver' view from 
inside a Sierra Cosworth rally car. This 
display Is most impressive, with meticu¬ 
lous core haviny been taken to re-create 
the car's Interior and dashboard. To the 
right, the driver is seen to steer and change 
gear, smoothly and realistically, as you 
issue commands via the joystick. Through 
the windscreen, a familiar grey track with 
red and white kerb stones twists into the 
distance, with o backdnip of countryside 
and occasional track-side hoardings, 
Sound isn't giiite so spectacular but ReiJ 
Rat have included an audio tape in the 
package for you to^ploy in your hi-fi while 


Title: SPEED RUN 
Publisher; Red Rat 
Price: £8.95 cass./£12,9S disk 
Players; 1 
Contral; Joystick 



you try out the game. 

From the main title screen you can select 
automatic or manual gearchange mode. 
Automatic is recommended for beginners 
whilst manual mode will give those expert 
drivers a real run for their money as they 
grapple with the Sierra's 5-speed Gel rag 
gearbox. Keeping on the circuit may seem 
challenge enough though as the cur slides 
violently through each comer. Otwerving 
the track through the windscreen doe.'jn't 
really give much of y clue os to your 
position, arid an indicator just below the 
rear view minor is therefore provided as 
an alternative. Don't get too near the edge 
or you '11 crash and have to wait several 
seconds for the car to be repaired! Crash 


once too often and your car is di.squalified 
from the rally. Disk owneR get un addi¬ 
tional bonus in the form of a workshop 
menu, fntjm which they ore able to select 
either extra tyre grip, fuel iniection or y 
super-efficient repair crew. The latter op¬ 
tion is perhaps the most useful as the 
delay encountered can otherwise become 
rather frustrating, 

Certain aspects of the game are a little 
disappointing. For example, there is no 
indication of your progress in the race and 
the garne simply stops when you have 
travelled the required distance without any 
prior warning. There only appears to be 
one dnciuit, and after a few goes you begin 
to long for a bit more variety. There also 
seems to be a problem - at least with the 
disk version - which sometimes causes cor¬ 
ruption at the top of the screen, detracting 
-Somewhat from the otherwise brilliant 
graphics. Presumably the amount of mem¬ 
ory needed to produce that incredible cock¬ 
pit view meant that sacrifices hud to be 
made in other departments. 

Despite a few problems, SPEED RUN is still 
an essential component of any sortware 
collection, if only because it illustrates the 
superb graphic capabilities of the Atari. If 
you're willing to persevere with manual 
gearchange mode then the game should 
also bring you hours of enjoyment. In¬ 
novative stuff, as usual, fnrm Red Rat. 

Rixon 


ITS OLD BUT irS A BARGAIN! 



Budget priced .software has traditionally 
been produced in cussette-only format and 
this has left a sizeable number of disk 
drive owners feeling dejected and forgot¬ 
ten. If you are one of them, youTl be 
pleased to learn that Players have token 
the initiative and re-released two of their 
budget cassette titles - BUBBLE TROUBLE 
and EXCELSQR - as a disk based 'Zap-PakL 
Original ideas are few and for between 
nowadays but BUBBLE TROUBLE is quite 
unlike any other game on the market Kor 
a start, it's set in a bath tub where you 
assume the coveted role of a brave bubble 
(yes, a bubble!} who is eager to escape 
from the dangers lurking within! The aim 
is to collect a number of smaller bubbles 
enabling you to float to safety, whilst 
avoiding a multitude of vicious bathroom 
accessories from a plastic duck to o fear¬ 
some nail brush which are all out to burst 
you! Extra points are obtained by eating 


bars of soap {not a diet I'd fancy!) but 
speed is of the essence as each level has a 
strict time limit imposed. 

Graphics have been tastefully devised in 
a humorous fa.shion to coincide with the 
bathroom theme. For exomple, the play 
onea - or both - fills up with water fmm an 
overhead tap which empties through the 
plug hole when your lives are diminished. 
Adequate sound, lots of colour and some 
pleasant special effects add up to make a 
simple but addictive game that is sure to 
oppeal to younger Atarians. 

EXCELSOR has been programmed by the 
some author 05 BUBBLE TROUBLE and it 
shows in the distinctive rainbow shading 
technique used to create a colourful dis- 
ploy. No bath tubs here though - the year 
is 2136 and the discovery of molecular 
travel has finally put a miraculous stop to 
Britain's traffic problems. No more 
queuing up on the Ml, now you can travel 
anywhere in o matter of seconds! Unfor¬ 
tunately, Alien forces are at work and 
they've developed a method of capturing 
human souls during the transportation 
process, suspending them in pure Nexus 
energy as 'Soul stars'. As one of the few 
remaining human.s, you must don your 


Excelsor Prototype fetpack and attempt to 
free the souls before the Aliens capture 
yours] 

It's not a bad story, as excuses for shoot 
'em ups go, ond you '11 have realised by 
now that each level in the game i.s essen¬ 
tially a case of collecting o set number of 
sou! stars whilst avoiding, or eliminating, 
the Aliens and other static nasties that 
serve to hinder your progress. Plenty of fas t 
action is assured and some good visual 
ond sonic effects are included for good 
measure. EXCELSOR is certainly one of the 
better budget games currently available. 

Full marks to Players for showing some 
understanding and letting disk owners get 
□ loste of the bargains for o change. 
Budget priced disks are something I'd like 
to see a lot more of. Other companies lake 
note! 

Pant Rixtm 


Title: ZaR-Pak 
Publislier; Players 
Price: £4*95 on disk 
Players; 1 
Control: Joystick 
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BUT DONT PUNCH THE REF! 


Of q\\ the sports in existence, football hos 
got to be one of the hardest to computer¬ 
ize. ]ust how can you simulate a team 
confrontation jnvolvingi twenty-two play¬ 
ers with only one or two ioysticks? Not 
very realistically is the truthful answer to 
that onej and for this reason most of the 
football games released in the past have 
simulated the managferial aspects rather 
than the sport itself, Thom IMI were the 
first to hove a go at something different 
with a cracking little game called, some¬ 
what uninspiringlyr Soccer ond Tynesoft 
recently added their contribution in the 
form of EUROPEAN SUPER SOCCER. So 
how does it measure up? 

SUPER SOCCER opens up with a well- 
designed title sequence^ complete with an 
gppropriote musLcol accompaniment. One 
or two player mode is selected at this stage 
by a press of the OPTION key. Yon are 


Title: EUROPEAN SUPER 
SOCCER 

Publisher: Tynesoft 
Price: cassV£12.95 disk 

Players: 1/2 with joystick (s) 


next required to select your team nationol- 
ity from a choice of six alternatives by 
positioning a cursor over the flag of the 
desired country. An opposing team is then 
rondomly appcsinted. In fact, it doesn't 
really seem to make much difference 
which country you select, as the teum col¬ 
ours do not feature in the game thereofter 
and subsequent reference to either side is 
simply made by specifying 'home' or 
'away'. Once the selection pnK:edure is 
complete, the players emerge onto the 
pitch, a whistle sounds and o timer starts 
counting downwards for the first half of 
play. In the background, on atmospheric 
hiss of the crowd is heard which later 
increases in voiume when a goal appears 
imminent. 

The pitch scrolls horizontally over obout 
three screen widths, in a rather jerky man¬ 
ner. Each team's players - distinguished by 
their contrasting dark and light shirts - are 
quite lorge in size, and although this ini¬ 
tially seems attractive it is clearly delivered 
at the expense of ploying speed. A white 
square around a player's body indicates 
that he is the one currently under joystick 
command. This may change if another 
player of the same side hoppens to be in 



ihe path of an oncoming boll Unfortun¬ 
ately, some of the computer-controlled 
players on your team seem less than com¬ 
mitted to seeing their side win, and can 
sometimes hinder rather ihon help your 
progress! When an opposing ployer 
approaches your goal, a press of the fire 
button sends the goal keeper info a fear¬ 
less dive - not always in the right direction 
but occasionally making a save! Comers, 
knock-ins and goal kicks are automatic. As 
for heoders, there aren't any os the ball 
seldom travels higher than chest height! 

For a one player match, EMI's Soccer Is, 
in my opinion, eminently more playable 
than the Tynesott game but for two play¬ 
ers, SUPER SOCCER would appear to be a 
worthwhile alternative. If you're tired of 
staring at league tobies and want a slice 
of the real action, this Is probably the ideal 
game for you. 

Poui fluan 


I 


I 
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UP ABOVE THE EARTH SO HIGH 


STRATOSPHERE is, in effect, the sequel to 
Excelsor which is reviewed elsewhere in 
this issue. According to the plot, it's five 
years on and the battle to save humanity 
from on Alien invasion has almost been 
won. Note the 'almost' - due entirely to a 
number of hyperspahal Motherships thot 
have somehow survived the previous en¬ 
counter and are now menacingly orbiting 
the Earth, And guess who's ]ob It Is to get 
up there and finish them off, once and for 
all?! This time you abandon the Excelsor 
prototype jetpuck and head for the stars in 
a craft described os a 'sleek bi-wing 
fighter'. 

The Motherships ore protected by layers of 
sphericol shielding, and you are expected 
to break these down by repeatedly firing 
missiles ot them. Avoiding the deadly 
'soul-suckers' on patrol irr the vicinity is on 
added complication The oclion takes 
place on a single screen - there isn't any 
scrolling as your croft simply wraps 
around if you steer It across o screen 
boundary. A Mothership is located in the 
centre of the playfleld, surrounded by 
three rings of shielding and various static 
obstacles which together turn the game 
Into a sort of inter-golactic pin-ball 
machine! In some ways the graphics are 



reminiscent of First Star's excellent Asiro- 
Chose, but the much acclaimed rainbow 
colouring technique has been over-used In 
on attempt to disguise an otherwise 
rudimentary screen construction. 

Your ship is poorly defined, mono col¬ 
oured and trovels rather quickly relative to 
the size of the play area. It con move in 
all eight joystick directions - an obility that 
can quickly lead to utter confusion, espe¬ 
cially in such Q smoll arena. It's not made 
any easier by the ship's irritating habit of 
becoming stuck between the otastoclesi Eti- 
minating those pursuing nasties is certain¬ 
ly not the effortless job it seems at first! 
Once the shielding hos been successfully 
disposed of, the mothership is quickly eli¬ 


minated and the preceding level of play 
begins. The scTeen designs differ through¬ 
out the levels but the underlying task re¬ 
mains identical. 

STRATOSPHERE is an extremely simple 
game and I'm afraid the content is just 
insufficient to maintain a player's inlenesl 
for any length of time, Playobility is o 
most important quantity for on arcade 
game and on this occosion 1 could sense 
no power of addiction willing me to have 
'just one more go'. Players hove prodiuced 
some top quality software for the Atari in 
the past and have more lined up for the 
future so I guess this momentary lapse of 
standards shouldn't be viewed too harshly. 
Best give this one a miss and see what the 
next offerings are like. 

For those who are interested, nonetheless^ 
the gome is also available on a disk based 
'Zap-Pak 2' at £4.95, It is paired with 
Dizzy Dice, a fruit machine simulation 
that was reviewed fully In PAGE 6 Issue 31. 

Paui Rbton 


Title: STRATOSPHERE 
Publislier: Players 
Price: £1.99 on cassette 
Players: 1 
Control: Joystick 
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UNDERWATER ESCAPADES 


I When you've Jumped □ thoiL^und plat¬ 
forms, annihilated countless Aliens and 
piloted innumerable helicopter ^unships 
through the evil tyrant's fortress, the arriv¬ 
al of Q new £1 .99 arcade gome tends to be 
greeted with less thon an outburst of en¬ 
thusiasm. Let's face it - these budget'jobs' 
Ore all much of a much ness, aren't they? 
Weil that's what I thought until 1 started 
playing PERISCOPE UP. Little did I know 
that it would turn out to be Atlantis Soft¬ 
ware's best release to date. 

Why? Graphically the gome is unlikely to 
raise any eyebrows, sound is of the famil¬ 
iar uninspiring nature synonymous with 
softwore of this type and the concept is 
anything but original But what it does 
have, most importantly perhaps, is that 
one essential Ingredient that con make or 
break any orcade game - addictiveness. 


Title; PERISCOPE UP 
Publisher; Atlantis Software 
Price: £1.99 on cassette 
Players: 1 
Control; Joystick 



Put simply, you'll always want 'just one 
more go', even if the thing frustrates you 
or your favourite TV serial is just starting. 

For those who keep track of twenty first 
century predictions, os concocted by the 
staff writers at Atlantis, it's now the year 
2007 ond disaster looks imminent as Bri¬ 
tain's VAX 3000 Super Defence Computer 
has malfunctioned (obviously not an Atari 
model]). Consequently, hundreds of nuc¬ 
lear missiles could be launched across the 
world, triggering global thermo-nuclear 
war, Being a crucial element of the na¬ 
tion's defence, the VAX 3000 is heavily 
protected against inrillration and the only 
way for you to save the day, it seems, is 
by traversing the miles of underwater ac¬ 


cess tunnels remaining from the lime of its 
construction. All you've got to do is to 
navigate the underground passages in 
your submarine, locate and destroy six 
reactor pods and collect eight digits of a 
passcode which will eventually shut down 
the computer. 

There are certain similorities with master- 
tronic's Powerdown here os the tunnels are 
frequently blocked by doors and laser 
gotes which must be skilfully dodged or 
opened using numbered keys accumulated 
en route. There one various other obstacles 
too and any contact with these or the 
surrounding walls is naturally fatal. All 
this and you may forget to keep an eye on 
the fuel tanks, but don't because the result 
is equally catastrophic. Joystick controls 
are simple but slightly unusual in that a 
press of the trigger posses command over 
to a small scout craft which Is used for the 
collecting of articles and for shooting at 
the reactor pods. The submarine is unable 
to perform either of these tasks but the 
scout can only move within the bound¬ 
aries of the current screen. There ore three 
scouts allocated to each submarine and 
two submarines in reserve. A fair provision 
of extro lives in my opinion. 

At first glance it seemed like PERISCOPE 
UP would be just another of those tedious 
cavem games but experience ho^ proved 
otherwise. 

PlQu/ krjran 




HENRY THE LOONY LEAPER 



Alternative Software hove a habit of re- 
reieasing old Atari software from a voriety 
of different companies, but this lime 
they've obtained a gome that hasn't 
actually reached the shelves before. LEAPS* 
TER was originally intended to be a full- 
priced Red Rot publication, but for one 
reason or another, never quite made it. 

In the game you play the part of school¬ 
boy Henry Leopster, whose quest is o 
strange, but straightforward one - to get to 
school on time! Unfortunately the authors 
of the gome were unable to dream up a 
suitable plot so you've just got to accept 
that this Journey involves travelling 
through a missile base and o grave yard! 
For reasons unknown, Henry can't prog¬ 
ress from one location to the next without 
first collecting □ certain number of objects 
such as suitcases, keys and multicoloured 
question marks(??). These ore located in 
suitably inaccessible places such that 


Henry must Jump onto other objects - most 
notably cars travelling along the high 
street - to reach them. Accurate timing is 
o necessity as Henry can easily get llot* 
tened by the passing vehicles, and he must 
also avoid missiles, troops and Zombies 
among various other adversaries that you 
certainly won't recall from your school 
years. There's a lime limit to each screen 
too - presumably the headmaster is in hot 
pursuit with his cane! 

Music on the title screen is quite pleasant 
but this continues into the game at o 
much slower pace, the ability to turn it off 
therefore being much appreciated, 
Graphics are quite good - the vehicles 
especially so, being recognisable modeL-? - 
although the background colouring did 
bring back long-forgotten memories of 
Who Dares Wins 11 (i.e. lots of brown!}. 
Henry himself is guile nicely animated 
and responds quickly to the joystick. 

Apart from the ludicrous plot, my only 
major criticism concerns the lack of any 
status information. For instance, we're not 
informed on the title screen whether the 
music is currently switched on or off, de¬ 
spite the necessity to select the desired 
state before the game itself commences. 


and there is also no indication of the num¬ 
ber of objects required to complete each 
screen. ThLs makes it necessary to re¬ 
peatedly move Henry towards the right 
hand edge of the ployfield to see whether 
the next location will then scroll in. As the 
vehicles also appear froiti this side of the 
display, the procedure does have potential¬ 
ly di5q.5tTous consequences I 
Overall it's not hard to see why Red Rat 
had second thoughts about adding LEAPS- 
TER to their range but in this revised 
budget format from Alternative Software 
it's got to be worth the effort. Alternative 
is perhaps the operative word os there 
aren't many other games quite like this 
one! 

Paul Rhon 


Title; LEAPSTER 
Pubtisher: Alternative 
Price; £1,99 on cassette 
Players: 1 
Cotitrol: Joystick 
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MAKE YOUR ATARI HAPPY! 

Get some back issues NOW! 



PAGE 6 tiBcfc l^u^s n^pn^sfinl way pi lnprppsln|] |ha en|K)yni^| pi 

your Atari wilh articles tP enllflltlen vf>u> ipfpgram^ lc lype in and reviews Pl 
software to guide you. Almost all of the cpntenl of past Issues will be as Iresh 
and relevant today as wheri It appeared - Increase yppr eokoymenl now^ before 
il's ipp late! Disks are available lpr all Issues, cpntalrilng all the €-blt pra^rams 
from each Issue ready lo riio. arnl they often Include bonuses not found In Ihe 
magazinOr 

tSSVE 30 - GRAPfitCS SPECIAL, A Super special rssut wilh a graphics theme. 
Draw some rhaslerpieeea wHh GHAPIHICS WORKSHOP and eiplPta your i^raphics 
polantlal wilh Oolour Palelle, Pidoada, Colour Attributes and CIO Slideshow. An 
in-deplh review oi Prfntshup erri Cirephice Art Depertmenl, the final part of D^lsplay 
Lists and the Adventure columni. 11 peges devoted to the ST plus a oolour feature 
ATARI ART and ST GALLERY. And Ihere's monel BLOCKBREAKER is one of the 
beel games lo have been published in any meBaEine. Don't miss iti 

DISK AVAILABLE - incudes BONUS PICTURES lor 
Graphics Workshop 

ISSUE 31 - A packBd Isbue wilh games, TRAIN CRAZY, REVENGER and FORKLIFT. 
UtililiBB SCALEMASTER. QUICK DISASSEMBLER and Measuring TempEralure. 
Programming hitils wilh Ck>ing TTib Impassible, Error Q Solved snd TTfE GUIDE 
TO ERROR CODES. Reviews of FllghI Simulator II, Hitchhiker's Quide to the 
Galeicy,, arrd the latesl Advenlures. Far the ST a DEGAS to HEO converter, Lattice 
C reviewed snd reviews of a whole host of scftwara. 


DISK AVAILABLE. All prcigrams ready lo go. 


ISSUE 22 - hAcre serious users will anioy SMARTSHEET, a VIsdcalc like lype-in 
spreadsheel, plus our review pf Paperclip whilpt gameptera will puzzle aver 
TRICKY CUBES and Iry |a survive HIDDEN DEPTHS. The Guide lo Error Codes 
is canckuded and there are anicles on Fractals, Tepe Problems and write leas well 
known Adventures- Loads ol review* and some great new roulirres for Blocks 
breaker. ST users will Hnd oul how to program Spnlie^ and can read reviews ol 
Time Bandit, Pro-Fprtrani 77, VIP Prolesslpnal and more. 

DISK available - DOUBLE SIDED! Contains TWO 
versions ol TRICKY CUBES and new versions ol 
BLOC4<BREAKGR. 




uperb 

?^AR 




your reflexes. WORDSEARCH will challeiTga those who like puaaies and other 
llslings include BUPERCLOWN and the utilities XHEFand VERIFY. A huge review 
ol Ultima IV heeds a comprehehelve review section and Goiug Online Part 1 will 
let you know if teiecommuiilcelione is ler you. ST owners oan discover how to 
get a biggar screen on Ihair colour mandor and read reviews of Zoomrachs, Sierra 
Ort*Line ^ventures and Pro-Pascal amongsl others. Also, Is il worth adding a 5/4" 
drive lo your ST7 

DISK AVAILABLE. ContainB TWO BONUS 
PROGRAMS] 

ISSUE 34 '■ The biggest issue so far published! Great BT section with iirla about 
5T disks artdi cartridges and loads cl reviews. For 8-blt users Ihere is MUNCHY 
MADNESS, the best game we have ever pufali ahed plus a super cheque bock ulilily 
AUTC7CMECK. Plus all about checking ycur disk drive, anolhar gaiive called 
FLYIHQ HIGH, more utllilies. reviews cf RAMBIT, Adventure games and lots more. 
Too much in this issue lo list fully! 

DISK AVAILABLE - Don't miss MUHOHY MADNESS. 

Ibe best game we have published so lar! 

ISSUE 25 - Anolher biggie! A must far I0dt9 printer owners with 3 great utilities 
Including a SCREEhl DUMP. A super Japanese chess game called SROGI, a lype 
In REVISION C BASIC, a full leature cn disks and more. For ST, type In OTHELLO, 
reviews of LEADER BOARD and MEAN 1E. HInIs and Tips and several other 
reviews and article^. 

DISK AVAILABLE - ALL THOSE 1(179 PROGRAMS 
READY TO GO! 

ISSUE 3$ ' SOLID MODELLING It dne cf Ibt best non-gume progrtm* we have 
pubhthed. Be creative! Other prcgrAms Include ^UROE vYR:ITER lor machine 
code prcgrammert, FLEXIBLE FINGERS lc help you typo, NUTS and mcre. 
Reviewt of TRIVIAL PURSUIT, DVC.'65, SpeEDSCRlPT and much, much more- ST 
uters can leam eii about HARD DISKS, FAST basic, tYpbSEtTEH EliTE, DEGAS 
ELITE and read reviews on a wnde lot more sottwere- 

DISK AVAILABLE • DOUBLE SIDED! TVYO lull tides 
With BONUS SCREENS for SOLID MODELLING! 

ISSUE 27 ' Some crecking iltlinga for the EFbit. in GREAT BRITAIN LTD. you can 
be Ihe Chandatlor and help run Iha Counrtry. COMPUTER GAMMON It a great Atari 
verticn of backgammon arKi there's ANTS IN YOUR PANTS, DISK OOMMANDand 
ellrtrt. There it a leature on word prooeseing and stacks cf reviews. The ST 
seclion includes an in-deplh review of ART DIRECTOR and a neat little program 
to put scrclling Elens, on your screen! Lots cf reviews including H ABA VIEW, 
K^SPREAD 2, K-WORD and many more. 

DISK AVAILABLE • some L-G-N-G LISTINGS! 





ISSUE 25 ' Extend the inoradifalB anginal Hurnhy Madness wilh the MUNCHY 
MADNESS SCREEN DESIGNER, play GREEDY CATERPILLARS with a frisnd, teach 
your children with MOST HEART MATHS or meke up some croaswords with 
XWORD. A long feature on flight simulation programs, hint* on ZORK aikdloBde 
ot reviews. For ST users. The HrsI in a series of USING GEM Irom C plus FLIGHT 
SIMULATOR II reviews, new books Irom COHPUTEI and e whole stack ol reviews. 

DISK AVAILABLE - Also conlains Ihe winning title 
screen Irom our competition. 







I^Uf 2§ - One Ihsf seHous Q-bIt ua^rs have been walling a long tlirre lpr - a great 
lull leature database - MJDBASE plus an amazing story maker, STORYBOOK, that 
allows you to creale illusiraled slorles. Then there's a great game Irom ANTIC 
called GLIFFHAHQER and en AUTORUN maker Bi>di more. Cheat on ccmmefclpl 
geiites with ZAPPING THE RIGHT BYTE and read Slacks ol revie'ws. The ST 
seclipn has a lypc-ln program, SCREEN GRABBER, which allow* you fo 'snalch' 
piclures of commercial game* to disk, ptu* me next pad In our OEM FROM C 
*ede* and reviews of Superbese Personal, K-COHM 2 plus lots ol games including 
Barbarian. Anolhsr big issue. 

DISK AVAILABLE. DOUBLE SIDED. Wilh BONUS 
sicry lor STORYBOOK and storybook reader. 

ISSUE 30- A gnul lollow up to solid Modetliiyg alfovrs you t« animals 3-D cbiacts. 
Try 3-D ANIMATOR. How about a puazie wilh LETTER CASTLE or an arcade slyle 
Shcol-up from ANTIC called DESERT CHASET Articles imcudd an in-d«plh hcmk 
at GUNSLINGER, W^Ii YOUr Attri and FirSi Slsps on saving screerts. 

Loads ol reviews irvCluding AUTODUEL end P:R: CONNECTION. The ST section 
includes the continuing GEM series. CYBERSTUDIQ, ZOOM RACKS II end loads 
of gemes and serious reviews including GFA BA5PC. K-Ro-get^ Jupiter Probe andi 
more. 

^ ^DISK AVAILABLE. DOUBLE SIDED with BONUS 
MACHINE LANGUAGE ADVENTURE only on the disk! 

ISSUE 3f - Our maasive survey o-n bII the WARGAMES avaiteble for the S-bit Atari 
heads this issue which else incluctes a great type-in synthesiser listing celled 
ORIGINAL SYNTH, Other lislings include FONT FACTORY, a nice chersoter editor 
and a challenging gome called BOWL TRAP. A feature on SSI| mo-re Tutotial 
Subroulines, a long festure on THE NEVEREHDING STORY, revievrs of ROADWAR 
SCMM artd THE DU NGEO-N plus iitany more are also in this issue. ST SECRETS, 
B new series on ST programming begins with a loolk at sourvd and Ihe ST reviews 
section Includes IMG SCAN. BASE TWO, TEMPUS and many more. 

HSK AVAILABLE - All th« extra Klee Ipr ORIGINAL 
SYNTH ael up ready |a run plus all the other Iteling*. 

ISSUE - A great card garrae lpr $-blt users called, rather uninsplringly, WHI$T 
plus a two player game pf TENNIS and a GR'APH MAKER mat work* on me 1079 
prlnler. A new series slaNS on EXPANDING YOUR ATARI and there i* an excelleni 
prcflram'lulprlal urv BUBBLE SORTING- Reviews Inclucte THE PAWN, GUILD OF 
THlIVES, SPARTADO&'U.S. DOUBLER arte irtany mpre. ST user* can find cut 
about programming graphics wim ST SECRETS and can read all about the TURBO 
DiZER, PC Ditto plus review* cl Tanglewood, Detender of The Crown., winter 
Olympiad, PROSPERO fortran and mcie. 

' ^DISK AVAILABLE - DOUBLE SIDED Wilh BONUS 
MACHINE CODE ARCADE GAME only on this disk. 

fSS(/E 33 - Many readers have said this is our best issue yet with an extensive 
fealure o<n choosing a printer for your Atari, plus HEAVY METAL, a superb type-in 
machirKi language arcade game. Other type-in listings include another gama. 
CRYSTAL CRISIS and two ulililiee, COLOUR TUNER and SOFTKEYp the letter 
being a super keyboard 'macro-', ulilily. ST owners Chh find Oul more ebout 
PROGRAMMING GEM with another article in the series and (here are loads of 
reviews including MASTERPLAN, GUNSHIP and SPECTRUM 512. There's much 
more in this iseue besides, including some great music Idr the 5-brt. 

DISK AVAILABLE - including TWO BONUS GAMES 
that are nol in Ihe magazine. 

ISSUE 34 - An ADVENTURE special Id delight all ten* ol Aleri Adventuring. 
Exclusive and extensive interview with LEVEL S, two TYPE-IN S bit ADVENTURES, 
game* reviews, faumiper A-Z HINTS AND TIPS for all kind* dI adventure*, a survey 
of almD3t every known Atari adventure end much more. Olher Item* Include DAVE 
T'S DISCO, FLYIHQ BY THE BOOK, TUTORIAL SUBROUTINES, the SHELL SORT 
and Ihe regular*. ST File include* e round up of ST advenlures. a review ol 
DUNGEOHHASTER, hints on adventure* and slack* ol general game* review*. 

DISK AVAILABLE - include* TWO BONUS 
_ ADVENTURES only to be lound on this disk. 

JSiSUf $S - Use your power* d deduction TIME TO KILL to »ive a crime Cteude 
teshiorv, bend your mind with BALLBENDER, a very ddlerenl gante-Other great 
gams Include REFLEX in machlrte cede and JUMBLE CELL, a real pu^cster. Fhus 
HOW TO WRITE YOUR OWN BOOK on a ISOXE, CHARACTER ANIMATION, 
STRUOTURED PROGRAMMING plus me usual hest o* reviews. The ST sechen 
includes MaD, me hesi lype^ln ST listing *p ter pubitehed- typeh in STBaSiO, 
end up whh a machlrte game! Alsa, a comprehensive article on VIRUSES, 
What they are and how to deal wUh them. Loads of games and other reviews. 

DISK AVAILABLE - Includes BONUS machine code 
game only on Ihe disk. ^ DISK also a'vallabte lor this 
_Issue with MAD ready to tun. 

fSSUf 3B - Another crwching machine language game from Paul Lay called STAR 
RIDER plus HEAD8ANGER, also in tnachirM code, MUSIC BOX and SYNTH ll to 
lype in. MAPPING YOUR ADVENTURE shows you how Id succoed ir adventurvs^ 
95D SPLR' reveals secrets about Ihe BSO interlace, DESIGNER KEYS allow* you 
Id cuslcmise the keyboard. Than there's BEGINNER'S BASIC plu* a new shies 
Dh TURBO BASIC, reviews ol MERAK, DracoPue, Joe Blade and more. For the 
ST we have B BOOT to allow you Id boOl Irom dive 6, STOS reviewed, TRIP- 
A-TROH, SPELLBOOK. SUPERBASE PROFESSIONAL all reviewed arri you can 
find how lo never gel loot again wilh Aii/TOROUTE. All this plus much, much more, 

DISK AVAILABLE - includes BONUS MACHINE CODE 
UTILRT to add lES colours Id Atari Artist or Micro¬ 
painter piclures. 


DONT FORGET 

BONUS PROGRAMS ON MOST DISKS! 






SACK ISSUES ar# £1.2Q each In (he U-K., £1.9S fcr Euro-pe or surlace mail elsewhere and £2.75 far Air Mail outside Europe 
ISSUE DISKS arb lar any 49k Or &4k Q-bit Atari. Eodh (Jlak is £2.95, Postaga FREE In U.K. Overseas £1 per order (any number oi cjl*ks) 

Send your order to PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR, ENGLAND. ACCESS and VISA accepted. Tetepbone 0785 213928 
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Do you want to be a 

HERO? 

Two new Fantasy Role 
Playing games compared 
see pages 68 and 69 


BALLISTIX 
Psy gnosis 
you to the 1 


CAPTAIN F 
MEETS TH! 
BLASTER-T 


SKY FOX 11 from 
Electronics Arts 


3D POOL from Fire¬ 
bird - let'^s hope that 
it's faster than Eddie 
Charltonl 


rhe 


F11.E 


ST NEWS 


FERRARI FORMULA ONE gaining cham¬ 
pionship points 


Electronic Arts are getting busy again with FERRARI FORMULA ONE scorching its way around all circuits of the 
Grand PHjk season with driving and strategy based on actual events of the 19S6 season, you cun thrash Ayrton Senna 
for fust £24.9S. Up in llte dir^ EA have SKYFOX 11 also at £24.95 with a new piM, enhanced graphic animation^ better 
sounds, faster action and a more realistic sensation of flying ^that's what the press release says!), can you afford to miss 
it? 3D POOL from Firebird at £19.99 looks interesting with the ability to actually walfr around the table and taike shots 
from different positions and featuring ^Maltese^ foe Barbara who apparently is a real person and European Pool Champion 
to bootiT feff Minter is bach and blasting with ANDES ATTACK full of frenetic action^ fasC colourful and only slightly weird 
but guaranteed to leave you senseless and all for just £9,95! The man reckons £S0 for a game that takes a relatively 
short time to write is a rip off so Llamasotl blasts in at a more realistic price^ pity a few others donT think fund do) 
likewise ... CRIDAUJVJVEJt is coming nejitf. Cascade have D.N^. WARRIOR where you pilot a microsubmersible through the 
blood stream to stop the erratic growth of a second brain f^yuck.'), it says the price is £19-96 (every penny counts). The 
ultimate pinboll game is TJMESCANNER foom Electric Dreams for £19.99 with two levels to each level and each level 
only accessible from a lime tunnel on the previous level (or was that three levels with ... ?). From Activision comes REAL 
GIf05TBU5TER5 at £19.99 and MILLENJUAf 2.2, a strategy game set In the year 2200 with tactical strategy, arcade type 
JD action and puzzle solving with graphics of '"sheer beauty'". Announced os ^coming soon^ is GOLD RUSH from Sierra, 
not announced (amid continuing rumours that Infocom is pulling out of the SI market) is ZORR ZERO. Finally, close 
the page a blC nobody looking? Okay, fancy some Hardcore Software? Oh^ it's only a MIDI program and that's the name 
of the company, StiUf if you are into music you con get DATA DUMPER for the Kawai K1 synthesizer for £29.95 with 
a version for the Casio CZ and Yamaha DX series to follow. 




































































































Protext... 

Serious word processor's do it without GEM 


I n the world of the ST word processor, Protext is different. 

Vou can tell as soon as you load it up - white text on a block 
background. Clearer and more relaxing^ 1 thought, especial¬ 
ly on a TV, but thi?sij and just about every other default setting 
Imaginable can be changed to suit your own needs and tempera¬ 
ment if you don't, happen to like it. 

The next thing you notice, with a slight burst of panic, is that 
the program Is sitting there woiting for you to TYPE IN a 
command. Yes^ really. No menus, no windows^ just like the way 
our great grandfathers did it. At first, this is a bit daunting, .since 
you have to leom the commands and enter them in a command 
area, and then you can even take another memory test by 
learning the combinations of key presses that let you access the 
commands directly. It looks like you might have to read the 
manual after all Amor are very understanding about this. In 
their own words, "manuals are items that come vhth programs, 
are intended to be used to prop the keyboard at a better angle 
and are only to be read w^hen all else fails!'. Realizing this, they 
have tried to make their 4 cm thick offering as readable and 
useful as possible, and genera tty they've done q very good job 
with it, pointing the user to the .section.? which demonstrate how 
to make use of the program before trying to impre.?.? him with 
some of the more esoteric functions. The tutorial documents 
suppUed on disk are similarly well thought-out, being simple 
without giving the impression that you must have recently had a 
lobotomy. If you spend half an hour or so with the tutorials, 
you'll be in a position to use the most basic parts of Protext, with 
help available on-screen to prompt your memory. 

THE FASTEST AROUND? 

The point of ail ihe.se typed-in commands is that by using them, 
GEM can be bypassed. Now GEM is very nice, very pretty and so 
easy the cat can use it, but it just isn't very fast. It was invented 
< so that people could execute complex operations using .simple 

mouse movements instead of command lines. In one sense. 
Protext is a step backwards since it relies on the user putting in 
■ some extra work to get anything out. On the other hand, it 

j allows Protext to cany out operations such as scrolling at speeds 

beyond those of any other word processor on the ST - Tempus is 
reputedly faster but it isn't a full fledged word processor, 
j As an example, one area which benefits from Pretext's speed is 

! the search and replace facility (see table 1). 

Not only does It zap through a document and give a report of 
how many words were found, it's also able to cope with com- 
1 mand codes, so that, for instance, as well as normal word or 

phrase replacement, any unwanted blank lines can be replaced 
by searching out the code for a hard return, Control codes, hard 


TABLE 1: 

Time taken to replace 37,000 a's with 37,000 e's 

Word Plus 3 2B3 seconds 
Le Redacteur 119 seconds 
Protext 46 seconds 


returns and the like con be shown on screen if you wish at the 
expense of the WYSIWYG display, appearing as inverse video 
characters. 

To go through every single command available in Protext would 
be much tw boring to read (and far toe much like hard work to 
write) SO instead D] just say that it has all the normol, basic 
facilities you'd expect from a gocKi word processor, usvially with a 
few extra bits tagged on, and I'll only touch on some of the more 
unusual features. 

One of these is the Box command. Using this it is possible to 
construct pseudo multi-column documents, ll works similarly to 
the normal Block commands, but will actuolly deol with any 
area that a box can be drawn around, so if you format a 
document os one column, you con place a box around the 
second page and move it up next to the first, giving the layout of 
a two-column page. Any further editing will, unfortunately, 
destroy the format, so moke sure everything's finished before you 
try moving it around. Another way of achieving the some thing 
is to use Prcitext's extensive print commands to print only the 
odd numbered pages, rewind the paper, change the margin and 
ask it to prim the even numbered pages, also useful when you. 
wont to print on both sides of the paper. 

Typewriter mode lets you send text directly to the printer, which 
is ideal for writing the occasionol envelope or short rnemo. 
Marked blocks can also be printed directly, so any small sections 
of text that you wont to check the look of can be printed 
independently. Similorly, a block can be saved to disk, either in 
Protext format or as ASCJL 

AN EXTENSIVE DICTIONARV 

The spell checker is incredibly versatile, being able to search for 
wild card.? of any length and in any order. This means that it can 
solve onagruiti.?, help you out with the crossword puzzle or tell 
you all the words in its {updutuble) dictionaries that hove sixteen 
or more letters and what words of any length have two x's in. It 
is also incredibly fost, as long as you hove enough memory to 
put the dictionaries onto a RAM disk. If you only have a 520 
with floppy drive, then the disk is consulted for every word, and 
speed drops considerably. One strange thing about the 70,000 
word dictionary is that it recognizes words that I didn^t even 
know existed: 1 can underetand the inclusion of 'pc', but have 
you ever heard of the word 'xx' for instance? There is also a 
German dictionary available and doubtless other languages will 
be catered for at a Inter date. Unfortunately, there is no the¬ 
saurus, something I find invaluable and would have expected to 
find in o program of this quality. Hopefully this will be available 
in future vetsions. 

Disk management is possible with one fairly major omis.?ion: No 
formatting. Again, this will hopefully be included later. The 
catalogue command does, however give the remaining disk 
space, ond the top information line gives a continual update on 
the size of the document, so you should alwoys know if you hove 
enough spate to save your work. Also, the latest version of 
Protext gives you access to desk accessories, so a small format 
accessory will solve that problem. 
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OTHER FEATURES 

Protext includes a calculator mode which has options to insert 
the result of any calculation directly into the text with up to nine 
decimals. Addition, subtraction, multiplication and division are 
supported, with brockets forcing the order of calculation oway 
from the normal MDAS, 

Mail merging with Frotext Is almost a language unto itself, 
containing conditional clauses like IF, ELSE and even UNTIL. 
Using these means that you con treat your data file almost like a 
data base, only sending out letters to those addresses which fulfiC 
a certain condition, inserting variables and deciding how many 
decimal places should be included in calculations. The printing 
iLself can be proportionally spaced by using the micTospacing 
command, even if your printer doesn't support proportional 
printing, and the background printing facility allows you to 
carry on working whilst the printer is still thumping out your last 
document- 


special characters can be accessed directly from the keyboard, in 
fact, Pretext allows you to almost completely redefine the 
keyboard, ailowing whole phrases to be stored as. one key press. 
These phrases, along with any special formats and screen set¬ 
tings can be saved as EXEC files, and loaded up into any other 
document thereafter, very useful if you spend half your time 
writing in a language other than English and frequently want to 
use 'non-standard' characters, For long phrases,, or strings of 
commands, there is a 'record' mode, which will remember each 
keystroke, then 'play back' that same sequence whenever you 
call it up. These macros can be up to 255 characters long and 
include commands, text and calculations, If 255 characters isn't 
enough for you, the end command of one macro can be used to 
call another macro, the linked pair being performed as one 
operation. Used sensibly, macros can greatly extend the useful¬ 
ness of the package, for example by recording search and replace 
operations on a series of words which you abbreviate while 
writing, but which you want in full in the end product. One 
macro will cope with all the replacing in one go. This technique 
cun also be used to convert files in other formats over to Protext 
format, replacing all the 'alien^ control codes with 'native' Pro- 
text ones. Once you're sati.sfied with your key detlnltionjj, they 
can be saved as a separate KEY file, which can be reloaded at 
any time. 

The graphics capabilities of Protext are its greatest llmitotion, 
consisting solely of a line drawing futility with which sections of 
text can be outlined, nice for giving tables a more professional 
look, but little else. 

The price of Protext puts it firmly in the 1st Word Plus range, so 
now you're probably expecting some sort of comparison and for 
me to say which 1 think is the best buy. Tough. Although they 
are both word processtirs, their approach is totally different, and 
it's going to be down to individual preference as to which is best 
for you. Pretext is, 1 believe, the most powerful and versatile 
word processor currently available in its price range, and Amor 
are in the process of releasing other pieces of software designed 
specifically to interface with it, such as Protext Office, artd they 
already include with Protext a file conversion program so that if 
you have documents created on other word processors, including 
1st Word Plus, you don't have to start ail over again fust because 
you bought something new, 

Protext is not, htiwever, the easiest piece of software to get the 
hang of, simply because of the amount of information that has 
to be assimilated to make use of even half of its facilities, and it 
is not always the most friendly either (it's possible to get the 
ever-popular 'PC bus erToC message by asking it to do things 
which the manual specificolly forbids,). Here 1st Word, and just 
about any other GEM based program, wins hands down, If you 
tKJught your ST in order io get away from command lines, 

Protext is not going to hold much appeal to you, but if you want 
full control und facilities that you don't even realize you want 
until ycju've got them, then a little effort with Protext will leave 
you floppy for a very long time, 

PROTEXT 
Published by Arnor 
Price: £79,95 

Fomts for: Gives almost compieie control, vety fast, very I 

versod/e. 

Points against; Lots ft> meFnorise^ rjo rhesat/riijs, bit cramped 

on a S20, no disk fomiai command. 
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CKJTi of An; is basically a Defender of 
the Crown clone from France. For^ 
tunatety for those who like that sort 
of game, both the arcade sequences 
and the underlying strategy elements are 
significantly heller than DotC, hut it re¬ 
tains some of the worst features of thot 
program., namely the tedious pauses 
while Lt shows you pretty pictures or 
loads the next sequence, and the lack of 
balance between the arcade and strategy 
elements. The game needs both mouse 
and joystick. All selection is done with 
the mouse, but you have to use the joys¬ 
tick for most of the arcade games. 

It ts May^ 1429. You are Charles, the 
Dauphin of France., Sixin, hopefully, to 
be Charles the Vllth., King of France. The 
main screen shows o mop of France, 
indicating which provEtices belong to the 
French and the English, and also those 
belonging to Burgundy and Brittany, 
both of which are rebelling. Your objec¬ 
tive is to turn the whole map blue. 

Selecting one of the two prime icons 
gives you a map showing the weather 
and another showing how friendly the 
French provinces are to you. The other prime icon brings up a 
menu of seven options. Once you have been crowned you can 
use all of these. For the moment you have just one small anny 
led by loan so you .select 'Stort a Campaign' and head for 
Orleans. The instrijctioiis are atrocioas, you actually need to 
select 'Displacement'., point at Joan's flag, point at loan's name, 
and point at your destinalioii. None of that i.s in the instructions! 
This is further complicaiedi by the fact that often it will display 
a large box. with a message in it. If you press the mouse button 
to get rid of the box, you will discover that you have a3.so 
unintentionally selected a province as well - use the joystick 
button to get rid of boxes! 

Once you hove moved to an enemy province you can start 
attacking towns, for each town you have to ploy two joystick- 
driven arcade games, first hack your way past enemy soldiers to 
cross a drawbridge and enter the town (you can hack in three 
directions with your sword), then scale the ladders toreoch the 
battlements • you can climb, jump sideways, or raise your shield! 
to avoid falling rocks, but the boiling oil is deadly! 

The first problem with the arcade games is working out how 
to use the controls, the first two aren't too bad, but the other two 
are terrible. One involves you defending the tops of the ladders, 
with weird combinations of button and directions - at last I 
found Q use for my StorTrak button joystick! The other is one- 
on-one mounted combat where the instructions are completely 
wrong: attack is push, .slash 15 . pull., charge is pull and keep 
pulling, and left and right both tum you and make you ride - 
you don't need to keep pointing left or right - five errors in one 
parograph! 

The second problem is the pauses - once you have crossed the 
drawbridge you get to watch little men run across for 20 seconds 
then wait for a 30 second load, it may only take you 5 seconds 
to climb the battlements, then another 20 seconds of little men 


climbing up walls, followed by another 30 second load - you 
can't suppress any of it - you have to watch ihe little men - and 
there are a lot of towns to capture! 

The third problem is the difficulty level - none of the arcade 
sequences are all that difflailt once you have mastered them, but 
when you do lose one you can never be quite certain whether 
it Is because you have insufficient skill., too small an army, or 
just some unlucky 'dice throws' by the computer. 

You will also meet enemy armies in the open - here you get 
another little game to play, mouse-driven this time. The battle¬ 
field is displayed with a row of icons beneath it to allow you to 
command your archers to fire or move left or right, your troops 
to move left or right, your c-avolry to 
charge, or your bombardiers to raise, 
lower or fire their cannons. The terrain 
and weother varies, the armies are 
shown QS scores of tiny slick men mar¬ 
ching or riding over the plain, and the 
bombs and arrows fly overhead most 
reolistically - good fun to play, but again 
difficult to tell how much of your success 
Is due to skill and how much to superior 
numbers or luck. 

Once you have freed Orleans and 
RheiirLs you get crowned and can start to 
use all the other options: Diplomacy 
(Armistice, Peace Treaty, Alliance,. 
Buying towns. Ransoming Prisoners - an 
excellent source of income). Espionage 
(spying out Garrisons or Armies), tie.lp- 
ing Hand (Assassination or Kidnopping - 
you hove a number of nasty pieces of 
work in your employ!). Taxation (both 
yeoriy tithes and special taxes - watch 
out though they have them the wrong 
way round on the menu!). Royal Justice 
(Arrest, Pardon, or Execution), and Rais¬ 
ing of the Royal Armies. 

The concept is great, the implementa¬ 
tion not so good in places. Some of the 
selections require numerous choices, for example if you are 
trying to ronsom one of your prisoners back to the enemy, you 
need to select un enemy to negotiate with, a prisoner, a ransom 
amount, a location for the negotiations, and two ambassadors.. 
Although this gives the game a lot of depth, it takes a long time 
to select (about one and a half minuteSj mainly because of the 
superb graphics it insists on displaying EVERY time), there is no 
way to cancel anything if you make a mistake (this applies to 
the whole game!), and, should you be rejected, there is no 
indication of w^hy you failed - did you ask for too much, or 
maybe you sent the wrong ambassador, or was it just the town 
you chose for the negotiations? The lack of feedback makes you 
wonder what the point of a lot of it is. Fortunately there is a nice 
speedy save/restore facility so you can recover from your 
mistakes! 

Despite all the.^es niggles, the goime does have quite q lot to it. 
The graphics are suf>erb throughout and there is plent>^ of variety 
- you can even get your molher-in-law beheaded for witchcraft 
if you like - complete with gory full-.screen animated graphics! 

If you like the combination of strategy and arcade game and 
are of a tempcratnent such that you don't get ttHj upset by 
having to watch coins fall into a box for 45 seconds every time 
you collect taxes (and f thought watching paint dry was boring!) 
then loan of Arc is certainly worth looking at. I much preferred 
it to Defender of the Crown, and if they ever actually bother to 
play test one of these games w4th real people, then one day we 
may get a superb game of this genre- - how can a game of this 
depth not have a PAUSE button? 

Created by Chip/Sangold/GO!AJ*S. GOLD 
Priced at £19S9 
Reviewed by John Sweeney 
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W hy invest thousands of pounds on a 
typesetting system, of pay high type¬ 
setting charges, when you can achieve 
the same high standards on your ST? Sales 
brochures, business forms, newsletters, 
all can be produced on the Atari, using any 
DTP program capabie of producing PostScript 
files. For examplerPagestream, Fleet Street 
Pubiisher and Publishing Partner, We are the 
only bureau able to offer a large selection of 
typefaces for the ST together with quick turn¬ 
around and professional advice, 

P/ease phone for luither details. 



SUIT! 6. ST. THOMAS STREET STABLES . ST. THOMAS STREET . NEWCASTLE UPON TYNE NET 4LE TEL: 091 2321517/2324*95 ext 30* 
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A MIDIot^s Guide to Music Making on the Atari 


^ Just what IS 


MIDI? 

A nyone interestetl in popular musk can't bove failed to 
notice the impact of computer technology over the last 
few years. Electronic miLskol instruments use similar 
hardware technology to Computers^ and it was inevitable that 
computers would eventually be incorporated as a music making 
aid. Two major events helped make this possible. One was the 
advent of MIDI, the Musical Instrument Digital Interface. The 
other was the arrival of the Atari ST, which come ready equipped 
to exploit it. 

Before 1983 each electronic instrument manufacturer tended to 
use his own pet method of internally coriitrolling and externally 
interconnecting his keyboards and sound sources, This wa.s fine if 
all your gear come from one manufacturer, but posed problems 
if it didn't- And it usually didn't! 

To complicate the issue, many of the early electronic insirU’ 
ments were 'monophonic', i,e, could only sound one note at a 
time (like q clarinet, for instance). 'Polyphonic' sound with two 
or more nO'tes sounding simultaneously (like a pianOj for exam¬ 
ple) required a separate sound source for each note, and separate 
keyboards to play them. The result was often a heap of equip¬ 
ment Interconnected by o spaghettMike mass of cabling^ which 
the poor musician needed six hands to ploy and a degree in 
electrlcol engineering to understand. 

KEYBOARDS AND SYNTHESISERS 

Today, the term keyboard generically describes anything having 
a piano-style key layout. As well as piano keys electronic 
keyboards also normally have a plethora of control buttons, 
wheels, and switches to activate various functions. Usually, but 
not always, there's a sound source built into the same cose. 

Often there's a built-in amplifier, speaker, and various automatic 
chord and rhythm features too, making it a completely self 
contained instrument well suited to home use - hence the term 
'home keyboord'. Gwd keyboards also have the all important 
MIDI ports. 

A sound source as a means of electronically creating sound and 
is usually known os a synthesiser. It may be built into a 
keyboard or exist os a separate unit, when It's known as an 



Qne of severai /ow cast M/DJ keyboords avai/abie 


A new series in which 
fohn S Davison shows that you 
don't need to be a professional 
musician to enjoy making 
music with your Atari 

'expander' or 'rack mount' module, connecting to o keyboard via 
its MIDI ports. A true 'synth' allows you to custom build sounds 
to your own specifications. These are usually known as 'patches' 
and have to be programmed into the synth, often an arduous 
task involving manipulation of dozens of parameters. Other 
forms of sound source include various types of'pre-set' sound 
generators designed to provide a fixed range of specific sounds, 
or 'timbres', usually push-button selectable. Modern synths 
usually include many such pre-sets in addition to synthesis 
features. 

THE BIRTH OF MIDI 

In 1983 the major manufacturers coiloborated in the design of a 
standard interface and communications protocol for electronic 
musical instruments. The aim was to simplify interconnection 
and provide standard control messages which suitably equipped 
instniments could send to each other and act upon. In .simpie 
terms it allowed you to play anybody's sound source from 
anybody else's keyboard. Each manufacturer could still use uni¬ 
que INTERNAL design for his instruments, but EXTERNAL com¬ 
munication would conform to the new standard. 

To keep the link simple and inexpensive they based it on a 
shielded twistedi-pair cable terminating in ISOdegree five pin 
DIN plugs (as found on many hi-fi systems). When used with a 
serial digital interface this approach allowed many different 
control messages to be transmitted via the same cable connec¬ 
tion, Previously, each cable had usually been dedicated to a 
specific control function. 

Polyphonic operation was a prime requirement, so the link had 
to be fast enough to play musicol chords, achieved by rapidly 
transmitting the individual notes of the chord in sequence. For 
the technically minded the agreed standard specified a 5mA 
current loop to communicate asynchronously at 31.25 kilobits/ 
sec using one start, one stop, and eight data bits. 

Another requirement was for 'multi-fimbral' oj>eraticin, that is, 
polyphonic sound with each note potentially having a different 
timbre, to sound like a group of different instruments playing 
together. This was implemented via sixteen MIDI 'channels', 
each capable of handling a separate timbre. A sound source con 
be set to respf.md to messages for a given channel and to ignore 
others. This allows the musician to selectively play a particulor 
sound source In an interconnected group, or to play several 
sound sources simultaneously from one keyboard. 

MIDl MESSAGES 

MIDI keyboards don't .simply activate switches to turn sounds on 
ond off. They generate short (usually three bytes or less) digital 
control messages which are then transmitted to and acted upon 
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by other components of the MIDI isystem. These components 
could include the keyboard's own built-in sound source, or exler- 
nol sound sources linked to the keyboard via MIDI ports, which 
well hear about shortly. 

The most fundamental messages are Note On and Note Off. 
Press Q key and a Note On message Is senl. It ccmtoins the note 
number, velocity value, ond channel number. Note number tells 
the sound source the pilch of the note to be played, while 
velocity value specifies how loud it should sound. Pitch range is 
12 & semitones (lO-i- octaves), each semitone corresponding to a 
note number. The note is played by any attached sound source 
set to respond to messages with that channel number. It sounds 
until you release the key, when a Note Off message is sent to 
silence it. 

The next most important MIDI message is Program Change. 
This causes the sound source to switch between any of 12S 
'programs' on a given channel, where a program is usually a 
pre-set timbre or your own custom designed patch. It's generated 
by pressing o selector button on the keyboard. 

Other common messages include those created by various 
keyboard controllers, the most common of which is the 'pitch 
bend' wheel used for varying the pitch of a note around its 
nominal volue. Then there's the 'modulation' wheel, used for 
varying some other aspect of the sound such as amount of 
vibrato. Some keyboards also have 'aftertouch' capability and 
send messages reloting to further pressure applied to keys after 
their Initial depression. This can be used to trigger additional 
effects. 

There are also System messages, which affect the system opera¬ 
tion as a whole rather than specific notes, channels, or control¬ 
lers. Prominent amongst these is the System Exclusive messoge, 
which provides a way for manufacturers to implement their own 
extension.^ to the basic MIDI standard. It's also a means of 
saving and IcHiding patch data for your custom built sounds, 
either lo/from other compatible MIDI equipped musical instru¬ 
ments or storoge/ediling devices such as computers. 

MIDI PORTS 

Messages are passed between interconnected components of u 
MIDI system via the MIDI ports, of which there are three types; 

MIDI IN, MIDI OUT, and MIDI THRU. Vou may find one, 
two, or all three of them on MIDI equipment, depending on its 
function. 

MID] IN accepts MIDI messages from elsewhere, so you'll 
find it on anything capable of reacting to MIDI messages, 
such as synthesisers, drum machines, and computers. It con¬ 
nects to the MIDI OUT (or sometimes THRU) fKirt of other 
equipment. 

MIDI OUT mokes MIDI messages available to the outside 
world, so is found on equipment capable of generating them, 
such as keyboards and computers. MIDI OUT connects to the 
MIDI IN port of other equipment. 

MIDI THRU provides a 'through connection' for 'daisy 
chaining' together several pieces of MIDI equipment. It works 
in conjunction with the MIDI IN port, providing a duplicate 
of the messages input there. By connecting the MIDI THRU of 
one sound source to the MIDI IN of another, MIDI messages 
from Q single keyboard or computer can be presented to 
several sound sources at once. If each is sel to respond to 
different channels you can selectively play sounds from any 
of them by changing the channel numbers the keyboard 
transmits on. 

The ST appears to have only IN and OUT ports, but in fact it 


has all three. The OUT .■socket is actually a non-standard com¬ 
bined OUT and THRU, but don't ask me why! If you really need 
THRU, it's avoilable on pins 1 and 3 (the outermost connections) 
of the OUT socket. 



One of dozens of M/Di nela/ed pufjJic domain programs 

ENTER THE ST 

So far we've really only talked about communication between 
keyboards and sound sources. The beauty of MIDI is that com¬ 
munication can extend beyond these to include titber devices 
capable of handling MIDI messages, the most impcirtant being 
the computer. Those ST MIDI ports are similar to any other I/O 
port in that o program running in the ST can write/read data via 
them in the form of MIDI messages. 

If you connect a keyboard's MIDI OUT to the ST's MIDI IN, then 
the MIDI message sequence generated by playing the keyboard, 
may be read and stored by a suitable program in the ST. If the 
ST's MIDI OUT is connected to a sound source's MIDI IN and the 
same message sequence sent to it, then the sound source will 
behave ACTLV as though the sequence hod come directly from 
the keyboord. 

The ST acts like a tope recorder, but instead of reproducing q 
copy of the sound, it RECREATES the sound on the instrument 
which originally produced it. The stored MIDI messages can also 
be written to disk if required, for replay at any future time, This 
is the basis of the software ^sequencer', a fundamental part of 
any computer based MIDI system. 

GETTING STARTED 

To get started with MIDI youTl need a minimum of the follow¬ 
ing: an STr q suitable sequencer program; a home keyboard 
equipped with MIDI IN and OUT ports and two MIDI leads. The 
home keyboard provides both the piano keyboard and sound 
source, and allows you to hear what you're playing through its 
built-in amplification system. 

Actually, the ST Isn't mandotory. There's a MIDI interface and! 
sequencer software available for the S-bit machines from Audio 
Visual Research (previously Two-Bit Systems). I hope to hove 
more details of this in the next issue, when ITl be covering the 
musical hardware aspects of MIDI systems. Also included will be 
details of the best low cost keyboards I've come across for the 
MIDI t>eginner - the fantastic Yamaha PSS480 and PSS630 home 
keyboards. 

Until next time 1 hope that your understanding of the combina¬ 
tion of keyboard and computer has been enhanced a little and 
when you read about specific keyboards next issue, maybe you 
will be tempted to get your computer to start playing music in 
your own home. • 
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Midistudio £99.99 

Vlii;lb.i;iulio is ;i JO li:;LcJi Mitlj Mtisic StuJio. Thin Mittj Ik u priftfti 

intj-OilinTEion te Midi music pi-octssing luieI includes. Ilii; folio wing fL-nCuics. 

20 H'Litjss ench assi^niitlfe orK 0^ 16- midi ehajiiufl^, cibIi Hnck tiin bt* Irmnsposecl U]) Oi' down 2 otliLVL'K, 
Elir nEEun sciWil feUEluts lull Liijie deck COnEnak with individual voigmo slitltn; fca- eacU Irsnckj rtCHt; 
ccliiiiis ^aci3iEi6;!i irtciudinu otiilinji ol' piEch, ociEise, LUiiiLiLcw Eincl veloci1\-, plus fuii miEli conEi'olJec 
eELiting:piEcli benti, moEl whot-E. eic.?. Full conHol over jjhniscs is offered EhiotEgh QuiinEiziog, 
EiimspcKing. nnet phivis^ iuTiingemuin sofLw:^|■c pngcs. The [irnmgemciH faciJilics jlIIom movios affiJ 
copying |>hiHV^fs On nny of ihc 30 tiipeks. Ttic piickiige is cas.v to vise fcinrl is ii sliona coini)eEiEOr with 
PlO 24. 

” Oui peifomm Fro-24 v2. / in almost every way ** 
Alan ST User Jan 89 


SCAN AT UP TO iOOO DP! FOR OSLY £S9.99 

The Image Scatmer is u pcriiilKTal fcn- (he -ST wlvicli can piovide 
hialh qwiliEy gi^iphics digillsiog for rt Eenlh of (he cost of OeIut 
E ligiliseiv. Qiis iimjile uiilt plugs into ihc cnili idje ]>ci1 of ihe ST 
aHEl accepEs sL’jnncil infcxTniEtloTi v'i;i opEiriiil edibles which fj.v oasiiv 
Eo the hiijul of Ally iJiJrttOi-. Si-imncd imajes can be saved in yuv, 
iliLiiu ^ Dejps aiiEl NoocliFomc fc^inRits. The SofEwai-c sup|ioifs 
scannlrtg qiwoluEions oJ 75,15(T211>,5[)0,360 and lOOO ciotv pd inch 
horir.On.Tnlllv. .A.n c^am|>le (li^ik is iivailabLc which contains. ;l slide 
show of imiigcs scaiineil with this |x-oduci. The cosl uf (his disk 
is i 3-9^1 iil.OO of vhhieh is rocleemilble on piuchnse of U scanner. 

/AfA GB SCA NNBR OAL K £SP.&P 


Add With Oscar £12.99 EDUCA TIONAL SOFTWARE Sped widt Oscar £12.99 


.^eW w jih Osetw is ;i fuliy-mouse-COntiolied 
ccluciiEiona] game wiih full colow sicieecis 
and souheL for (cachiiiQ ndEliEion, subti'aclion, 
inu]|iplica(ion anil division (o chllElien. This 
Pfog am has seloctiEblo difficuJiy leveU jiilEl 
u Hi-Scorc tablt. 


S])e]] with Oserkj- is a game which ic.tciics 
spejiina, koytwarEl skills .theI moioi'cooi'ili- 
nnElon. Plctuies of objccEs move smooth I v 
acenoss (he screen miEl ihe p^iJ shoul[t H]jcil 
(he rtLiEnc of eIw ohjec( while Osciu- checks 
fffl- mistiikc^ S|>elt also incai-p£i(.a(es selecc 
ablo dificuhv IniVels and a Hli->Bore table. 
Extr^ da(a diEkR £5.991 


This company has eivcn ycnrs of full siupport to Atari users from fh(sir rt^ail promises at 33 Ormiikirk Road Preston. Now from (heir Mail Order 
premises they tan offer this si»;ond to none service to liscrs; uE^untrywide. All Softwitre^Hard ware is ex stock and Fully tested prior to port hasc 
to unsure that eustontiefs reouiyo total satisfaction, returned gEJUite are now a thing of the past. All hardware is supported by emr qn site engineers 
so that Ejuiek turn around on all repairs is guaranteed. There arc no hidden extras, ALL PRICES INCLUDE V AT and delivery (next day 
delivery +£ 3 ), arc correet at time of ioipg to press and arc subject to change without prior notice. 


Mastermat is iL fol'nUllELK' ihfll 

OiJtimiKeH iliKk Kiiace, sIIoevs non !;Enndniiil 
kcceqt ;incl umch fwmaEsif hEiiE ifuil foi-m;a- 


PlCSlrip IK a uEiJily Ehst dHpEWes iill ci-piu l of a |iictLuv file for w«e in B:is.ic [Miog-iimii, 
sup[»ii!i CF^. F.^ST, HISOFT imd ST Ba sics eiiieI It Dtigiis, NcEJchiotnc .Tind .^nlmiKor 
compatible. 


AE Animator £ 14.93 


LADBROKE COMPUTING 


INTERNATIONAL 


Quick List Plufi is a uciJlly Elwi 

compiles .1 cLi(ioc(ciy of you- ilisks. SwE on 
ilLk or iitttnc. rtiwls any iL-ivc, incliwlins 
lnUEf ik ivt:. MnEcr oulijut for hitrd cojiv of 
Lhiliibascs. 


lEJLOOV tlTW 


AB Animator is u miiiiy 

fffl- dealing HiIEL LinimiiEinE spci(cs. 

31 sEip|>oi1s CF'.A, HISOFT atMl 

F.AST busies UtKl is CompiLliblc 
w]|h dtigEis Kiul nunchnome |^ie~ 
tUic files.U:sc llie full icon ®nDit)l 
tn .'inimaEC up t-O 20 bic frames of 
5b pixels; vi'idc by 53 |>i\c|s high. 


KE jW^AKMLA.EEE EXS'TOCK:. 
EHOF>IE EOR OUR /WE M^OW ERfOES 
Eor Gxamp>i«sz — 

Mb'GAF/LE 30 30MB HARD DR/VE £473 

320 S7TM Sl/FER RACK £369,99 

320 STPM EX/3,ORER PACK £279.99 


1040 STPM * CH(HCE OF SOP/WARE PACKS £449 


/ MB CUMANA SECOND DRIVE 
STAR LCtO PRINTER 
STAR LCIO COLOUR PRINTER 
STAR LC 24/10 PRINTER 


£39.99 
£199.99 
£249.99 
£339.99 


PHONE FOR OUR LOW PRICES ON THE FOLLOWING ITFMS ALL EX STOCK. 

Ui^mdcs ( 2 and 2.5 Mcsabyfa memory expansion boards. I Megabyte mcmoiy expansion J>, l^ialcfs, Hanl 
(Rives, IMb .seeond dfiv^. Monitors. TVs, ST packages. Atari Fek lEonc far information on oar UKxedibIc 
yaluc software (dub which offers up to 60% d/.seounE and a free monthly disk magaxinc for oniy £15. 


l^dbrokc Oumputing Intcrnatiunai, 

33 Ormskirk Road, Preston, 

PRl 2 QP* Open iVlondiiy-Saturday 

10 am to 5,30 pm. Oealer enquiries wcleome. 


ORDER BY PHONE 

Call us oil tiumbci'i bekuA mid ]]ii> wilh youi 
CTtflUl ciifd- 

(0772? 203 Ibb OR 21474 
ORDER BY POST 
.Make; cheEiuys PO's payable (o Lnclhiiqlie Cortlpudng lm«-mLTinn 
aL ScheI SA£ fee full ctJEiJoguc. 




































































































































Designing with 


FLAIR 

Another paint program? Will it topple Degas? 
John S Davison reaches for his brushes 



A nother ST point prog¬ 
ram? Yes, but this one's 
aimed primarily at the 
user needing high quality pic¬ 
tures for use in desktop pub¬ 
lishing applications, although 
it could be used as a general 
paint program if required. It 
runs in low resolution colour or 
monochrome, and while it 
works in 512K you may need 
one megabyte or more to fully 
exploit its capabilities. 

The package contains two 
single sided disks, one for prog¬ 
ram code and GDOS, the other 
for GDOS fonts, printer drivers, 
and three sample pictures. The 
85 page spiral bound manual is a little 
weak on some topics, like GDOS for exam¬ 
ple, which hardly gets a mention. 

PAINT ON A CANVAS 

There are two major features which dif¬ 
ferentiate Flair from other paint packages. 
The first is its ability to create 'canvases 
larger than screen size. This enables you to 
produce a picture sized to match the re¬ 
solution of your printer. For instance, if 
your ST had enough memory (2MB) you 
could create a massive canvas to take an 
A4 size picture at 300 dpi (that's about 
2SOO X 3500 pixels!) for printing on a laser 
printer - with every pixel editable hy sonll- 
ing the convas through the screen window. 
The second feature Ls that Flair can oper¬ 
ate as a GEM desktop accessory alongside 
a suitable GEM based desktop publishing 
program (again, memory permitting). The 
user is then able to quickly flip from DTP 
page composition into Flair to create/edit 
a picture and back again. Obviously, the 
two programs have to use compatible pic¬ 
ture file formats,^ but Flair should work 
with most DTP progroms us it handles 
DEGA5 (uncompressed), Neochrome, and 
Art Director hie formats in addition to its 
own. 

Another unusual feature is its real-time 
display of graphical transformations. You 
control the amount of rotation, resizing, 
shearing, and mirroring applied to an 
area of the picture by moving the mouse 
and watching the transformatioTi happen 
on the screen. When you see the effect you 
wont, you capture it with a click of the 
mouse. It responds reasonobly quickly un¬ 


less you're working with large chunks of 
the picture, when response becomes slower 
and control more difficult. 

INTERNAL ACCESSORIES 

Floir is also supplied with its own 'occes- 
sorle.s' including a notepad, clock, control 
panel, and calendar, plus an optional 
FLAMdisk and printer spooler if you have 
the memory to spare. These are internal 
features of the program and can't be used 
elsewhere like normal accessories. 

On the hmctional front it's got most of 
the drawing, painting, and editing facili¬ 
ties found in other gcxid paint programis, 
plus a few more besides. These include the 
ability to draw arcs ond smooth Eezier 
curves; lines of selectable thickness with 
square, rounded, or arrowed ends; and a 
useful selection of colour fill operations. 
These perform such things as fill to a 
boundary colour, fill all areas except those 
in selected colours, and to swap and selec¬ 
tively replace colours. 

There are nice features for defining your 
own brushes and fill pattern.^, including a 
'snap.shot' function which turns any part 
of the screen into a fHJttern. Selective 
painting is possible, where the new colour 
will only 'take' over areas of selected col¬ 
ours, and the voriable rate airbrush sprays 
in patterns as well as solid colour. It has 
a good grid-lock system, and there's an 
excellent variable pwwer magnify feature 
for really detailed work but stop! 
There's just not space here to cover every¬ 
thing. 

Flair's designers did miss □ few features. 
For instance, you can lt>ad several pictures 


onto one cunvos, but can only 
use one 16 colour palette be¬ 
tween them - no flipping be¬ 
tween alternate picture.s and 
palettes here. Also, there's no 
quick way of erasing all or part 
of a picture. You hove to paint 
or fill with an appropriate col¬ 
our to blot out the offending 
area. There is an Undo feature, 
though, I found Flair's file 
handling tiresome too. You 
con't get a complete disk direc¬ 
tory listing^ and it seems to take 
a lot of clicking and mousing 
around to get at the files you 
want. No animation or colour 
rotation facilities are provided, 
but they aren't really needed for DTP 
work. 

TABLET DRIVEN 

The program's functions ore accessed 
through a .system of 'tablets' - graphical 
menus which can be positioned anywhere 
on the screen. De.spite AMS's claim, this 
system Is by no means intuitive and 1 
found myself referring to the manual 
rother more than I wished, 
flair is not without its problems, either. 
The canvas size redefinition process just 
wouldn't work on my elderly S12K 
520STM, causing program crashes when 
using onything but a screen sized canvas. 
It worked perfectly On o friend's new 
1040STFM, but memory shortage wasn't 
the problem. Operating system incompati¬ 
bility, perhaps? Users of older machine.s 
bewore! 

Floir Point is undoubtedly an innovative 
product and although possessing a few 
rough edges it could be of great interest to 
someone with specialised DTP/printing re¬ 
quirements, The typical home user, 
though, wfTuld probably be better served 
by one of the more genergl purpose paint 
programs such as Degas Elite, Art Director, 
or Spectrum 512, Think carefully about 
your requirements before buying. ■ 

Title: Flair Paint 
Publisher: Advanced 

Memory Systems 
Price: £34*95 
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FISH! 

Magnetic Scrolls/ 
Rainbird 
ST £24.95 


Reviewed by 
John Sweeney 



J haven't had so much fun for ages[ FISH! 
L-i probably the best adventure of 198S. 
Basically il is a text adventure - you type 
in what you want to do and it responds 
with some text telling you, what happened 
(and maybe a new picture - excellent 
graphics if you like that sort of thing). 
There are, as usual, lots of nice facilities to 
make playing easier: command editingr 
function key definition, fast save/restore to 
disk, variable textsizej mono screen sup¬ 
port, etc. The packoging is ycjod - back¬ 
ground information, instruclionSj prister, 
hints, and a free One Week Travelcard for 
the HydropolLs Underground Omnibus 
Company! The parser and vocabulary are 
excellent, and it is full of enjoyable text - 
os long as you can stand all the fish jokes! 
But the game itself is what matters. It is 
truly superb - obsolutely packed full of 


humour ond puzzles. 

The game is called FISH! because you ARt 
a fish. An intelligent fjsh, mind you, from 
another dimension. You are in fact a 
troinee inter-dimensional espionage oper¬ 
ative with the ability to warp your mind 
into the body of living things in other 
dimensions. As the game starts you are 
enjoying a well-deserved vacation jn a 
fish-bow] when you are summoned to find 
the three mLSSing components of q focus 
wheef stolen from another dimension by 
your arch-enemies, the Seven Deodly Fins 
(I did warn you about the fish jokes!). 
Finding each of these components is a 
separate little adventure which gives you a 
relatively easy introduction to the game - 
you can tackle them in any order and they 
are not inter-related in any way. Once you 
have succeeded with all of them you get 


into the main game - now you warp into 
the body of a mer-man and must locate 
both your enemies and various devices 
you need in order to save this world from 
destruction. 

The Magnetic Scrollers hove packed FISH! 
with superb puzzleSj some foiriy stroight- 
forward, others quite complex, but all 
highly logical and supported by plentiful 
clues. Try everything even if it seems to be 
wrong at the time - you never know where 
It will lead - these guys have devious 
minds! And they have been careful to 
think of most of the oddball ideas you 
might have, so that when you try them 
you get interesting results (usually humor¬ 
ous or misleoding!) - even if it doesn'^t get 
you any nearer the soluhonl 
There is one minor bug - the very last 
command in the game is fairly obvious, 
but unfortunately not programmed adequ¬ 
ately - if you are stuck try I LA LIH|XOD- 
WRU ZLWK VFUHZ (take 3 from each 
letter). 

That aside., this is o^ne of THE greot gomes 
- highly recommended - watch out for the 
next one as well - ALICt IN WONDER¬ 
LAND, hopefully in May. (I WAS going to 
tell you lots more about some of the puz¬ 
zles and jokes and especially the 'maze' In 
The Dimensions - now that is WEIRD, but 
the editor says I am only allowed 500 
words! EJest game of the year and they 
limit you to 500 meosly words!) 


GARFIELD ..BIG, 
FAT, HAIRY DEAL 
The Edge 
£19.95 


Reviewed by 
John S Davison 

Disaster. It could only happen to a cut on 
a Monday, especially if his name is (jar- 
field. Garfield's girlfriend Arlene hos been 
captured by some unspeakably insensitive 
character and taken to the City Pound. 
This has had a miraculous effect on our 
fat feline friend - ifs galvanized him into 
ACTION. Ves. the world's laziest cat is con¬ 
templating Q rescue mission, and it's up to 
you to help him by guiding him through 
his comic strip world in search of his 
beloved. 

The game takes the form of an arcade 
adventure., the layout being the Arbuckle 
household and garden, and the town in 
which ifs situated. Scattered around this 
world in usual arcade adventure fashion 
are a number of objects, most of which 



will help Garfield in some way with his 
quest. The trick is to find the right use for 
each object. There aren't that many ob- 
jeclSj so seasoned adventurers will find the 
game very easy. 

YouTl find several of your favourite char¬ 
acters from Garfield's world in this game. 
As well as Garfield himself you'll get to 
meet Odie, the world's most stupid dog, 
Nermol, the world's cutest kitten, and of 
course there's Arlene - when you eventual¬ 
ly find her. |on Arbuckle, Garfield's owner, 
appears very briefly in a couple of the 
games's locations. 

As usual, Garfield gets hungry very quick¬ 
ly so you have to ensure lie stays well fed. 
There are plenty of opportunities to eat, as 
his world is scattered with food of various 
kinds. Make sure you pander to his hunger 
pangs, as failure to do so eventually re¬ 


sults in a Nap Attack when he'll .suddenly 
foil fiat on his face and go to sleep, hold¬ 
ing up the action somewhot! 

The game's strength is in its excellent 
graphics, looking as If they've come 
straight from the easel of Jim Davis., Gar¬ 
field's creator. The backdrops are cleanly 
and colourfully drawn, the characters are 
unmistakable, looking exactly as you'd ex¬ 
pect, and the animation of them is a de¬ 
light to see. Many of Garfield's expressions 
and mannerisms are caught perfectly. 

Such as the way he grins, or gobbles his 
food, or kicks Odie or Nermui around (an 
essential part of the game). Odie, loo, lives 
up to expeclallonSj slobbering and bounc¬ 
ing around doing his best to help Garfield 
(but often hindering him). And I found the 
way Nermal skitters back and forth acrO'SS 
the screen really amusing. 

The program's sound side isn't quite so 
good, consisting of a choice between con¬ 
tinuous music or sound effects plus odd 
musical fanfares. The music is competent¬ 
ly done but becomes monotonous quite 
quickly, while there aren't really enough 
sound effects if you turn the music off. 
Overall, 1 found the game amusing and 
entertoining. It's eosy to complete so con't 
really be classed as good value for the 
serious gameplayer. Younger players and 
Garfield fans will love it, though. 
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BOMBUZAL 

Imageworks 

£19.95 


Reviewed by 
Ron Stewart 

When Q program comes to me for review I 
usually give il □ quick look over and then 
go back to my current favourite. This sequ¬ 
ence of actions did not occur when Bom- 
buzo] turned up on my doorstep. From the 
first load I was hooked into solving the 
one hundred ond twenty puzzles thoE the 
game presents. Each puzzle consists of a 
series of tiles laid out in differing patterns. 
On the tiles are Bombs. You are tasked 
with blowing up the Bombs, without get¬ 
ting yourself blown up. Easy? In concept, 
yes! In practice, No! 

There are three sizes of bomb, plus o 
bomb that conlinuously changes its size as 
you play. Each size of Bomb has a diffe¬ 
rent blast area and if there are ony other 
Bombs within the blost area these will be 
triggered in a chain reaction. You. can 
quite easily stand next to the smallest 
Bomb when it goes off. Stand next to any 
of the others and you gel yourself blown 



up. Part of the puzzle is that the larger 
Bombs must be set off by the smaller 
Bombs. Another variation on the bomb 
theme is the use of bombs with sotellite 
dishes. These will be triggered when you 
set off a bomb with o similar dish. 

Also included in this most Tiendish of 
puzzies are the different kinds of tiles. Nor¬ 
mal tiJes will be destroyed by the Bombs 
and setting off a string of Bombs can leave 
you stranded. Dissolver tiles allow you to 
walk over them once, then they disappear. 
Slotted tiles allow you to move Bombs 
around the slots. Riveted tiles will remain 
after an explosion and ice tiles are a slip¬ 
pery surface on which you cannot stop. 
These are the basic feaEures, but the desig¬ 
ners did not stop there. Other features 
have been udd^ to the tiles. These include 
teleport devices and switches which will 
change the gome by adding or destroying 


tiles and features. On some levels you will 
come across two droids, Bubble und 
Squeek, that you con use to your udvan- 
toge to remotely detonote Bombs. Beware 
of Sinister and Dexter though. They are 
out to get you so you have to avoid them, 
blow them up or isolate them on □ tile. 
You can see then that with all these 
possible combinations, the puzzles can get 
very devious and complex. Because many 
of the puzzles take up on area greater 
than the scTeen, you can press the space 
bar and call up a map of the current level 
to help plan your strategy. The higher the 
level the more complex they become. You 
do not, however, have to go through all 
the levels eveiy time you start the game. 
Every eight levels you are given a pass¬ 
word that allows you to start from where 
you left off. Jf you loose all your lives you 
can also continue the game again from 
the current puzzle. Finally, just so that you 
don't get too bored with the game you can 
play in 2D or 3D viewpoints. The 3D view¬ 
point make the game play a little more 
difficult, but this is more than comp^jn- 
sated for by the superb graphics. In fact, 
throughout this game the graphics are ex¬ 
cellent. 

If you enjoy a good puzzle and like a little 
fun at the same time then Bombuzal is 
very highly recommended. 


SPEEDBALL 

Imageworks 

£24.95 


Reviewed by 
Damon Howarth 

Images of James Caan went fla.shing 
lhK3ugh my mind as I unpackaged this 
game. The illustration on the box was 
almost a ringer for any Rollerboll player 
ever seen and the concept is derived from 
the same source. 

The idea of the game is to choose one of 
the three pre-designed teams and compete 
in either a league or cup tournament 
ogalnst either another player or the com¬ 
puter. Plenty of documentation is included 
to help the rookie choose his teorn and in 
this phase a little role playing can help the 
choice. There are no rules as to tackting 
and there is even the chance to bribe offi¬ 
cials and opposing trainerri in order to 
obtain an unfair advantage. When play¬ 
ing the computer this becomes very neces¬ 
sary since it pigys a fast and mean game. 
The object of the game is to play a form 



'this one is 
a gem' 


of five Q side handball, to rules that make 
American Footboll look soft, and on the 
way round the playing area obtain 
various bonus squares. These squares 
range from o monetary^ unit used to bribe 
and corrupt between games or immediate 
bonuses that vary between freezing the 
opposition to reversing their joystick con¬ 
trol temfHirarily or even a I hawing you to 
automatically possess the bull. 

There is an option to play two handed 
and that presents a very absorbing and 
well balanced two player game. I believe 
that there are tho.se who have set ap their 
own leagues with this game, that could 


prove to be somewhat challenging and 
obsorblng. The game even has a save op¬ 
tion, although it is imperative you do not 
believe ifs routine thot reads "Pleose insert 
Data/3peedbal] disk, all non SpeedbalJ 
data will be destroyed". This is not true as I 
found to my horror after much playing 
when I saved a game to the Speedball disc 
only to discover thot the process totally 
reformatted the disc leaving only a saved 
game position and no game to play It in. 
Imageworks will restore the disk for a 
charge of £3 but why on earth should you 
have to pay for a replacement when you 
only followed the instructions given? 

The game is a Bitmap Brothers creation, 
that is the same people who created 
Xenon, and some echoes of that hit can be 
seen in the screen.s and naming of team 
captains. The whole package is colourful 
and ne^iponsive to the joystick even in two 
player mtide with a great deal on screen, 
indeed in the beginning stages the compu¬ 
ter may .seem a trifle too fast for the 
neophyte. Do not let this deter you 
though, as a little practice enables some 
very close games to be held with the 
machine. In the realm of two ployer 
games really good playable ones are hord 
to find but this one is a gem. 

This has pace, tactics, .skill and oil the 
joystick waggling onyone could desire and 
is well worth buying. 
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BAAL 

Psygnosis 

£24.95 


Reviewed by 
Damon Howarth 


This new game from Psygnosis apjtetirs to 
hove leomt quite ct bit from previous 
games such os Barbarian, it is o plotform 
and ladders style combat game, controlled 
by the joystick and suitable for one player. 
The hero is an archaeologist who has disc¬ 
overed that an evil demon has designs on 
world ending and therefore needs to go 
□nd .stop hlTU before we are all enslaved to 
BaaPs will. The story comes in a booklet 
which also gives strong warnings about 
viruses and how to stop them spreading 
and also includes on its health warning 
'this game Is tough". 

The action takes place in three levels as 
you attempt to trace all the lost items of 
the artifact necessary to destroy the 
menace once and for all The rather com- 
plicated screen informs the player of the 
grid reference and number of parts found 
so far. It is also necessary to find ammuni¬ 
tion for the laser you carry in order to 


know as much as I do obout the game for 
that is the limit cjf the instructions. 

In essence you have to control Dexter 
around a series of three- dimensional 
rooms. Dexter can jump^ pick-up or drop 
objects, although he can only carry one 
object at a time. Most of the items in a 
room, can be moved, pushed or pulled. 
Dexter, who I assume is some sort of robot 
has an energy level. The energy level will 
decrease when he comes into contort with 
the many weird and wonderful creatures 
that Inhabit the rooms. Each room 
appears to be a puzzle in itself. For inst¬ 
ance. you want to get to that interesting 
object that is surrounded by broken glass? 
Then move some tables over the gloss 
jump up on the tables and retrieve the 
objert. There are many other things to 
work out us well. How do you open the 
sliding doors? What is the function of the 
coloured mats? How do you use the lift 
that gets you to the door that is suspended 
in space? 

All in ail, there is probably o fair gome 
fighting to get out, it's just that you will 
have to pereevere and fight to get in, A 
decent set of instructions would have hel¬ 
ped enormously, but then making people 
find out for themselves was probably the 
programmers intention, try it if you want 
to show that you ore cleverer than I ami 


GET DEXTER 

Mastertronic 

£19.99 


Reviewed by 
Ron Stewart 

One of the first lows in reviewing is to 
play the game until you have a good 
working knowledge and con write fairly 
about the product. But there comes o time 
in the life of every reviewer when he has to 
admit defeat like a gentlemon ond say 
that a game has beaten him I have found! 
my nemesis in a game called Gel Dexter. 1 
have played this game for hours and hove 
got absolutely nowhere. Now this could be 
a combination of things. It could be thot 
Tm a bit thick and I just connol get the 
hang of the game. It could be that the 
instructions for the game are worse than 
useless. Or it could be that the game is just 
unployable. 

Get Dexter is a grophic adventure type 
game. Each scene is drawn In colourfij] 
isometric projethon. You have control of 
Dexter, You hove to find the chamber of 



'I have got 
absolutely 
nowhere' 

ZarxQS which opparently is a central con¬ 
trol computer. To gain access to the com¬ 
puter you will fiTxt have to get an eight 
figure code. Each figure in the code is 
known to scientists located somewhere 
within the complex and the scientists have 
to questioned using objects you can pick 
up in your travels. To help in your task is 
o i>o£jocephQle that goes by the name of 
Xunk. Don't bother reaching for the dic¬ 
tionary it's not there! I can tell you that it 
looks like a head perched on top of a foot. 
Where do they get them from? You now 



make it more powerful and thus deal with 
tougher creatures more effectively. Furth¬ 
ermore it is important to find rocket fuel 
and the rocket back packs to enalJle furth¬ 
er exploration. The location of the land 
mines and the formidable monsters moke 
progress dongerous and difficult,and the 
accompanying sound effects odd a great 
deal of depth to the engn^ssing oction. 

The artwork of the backdrops ond the 
sprites need speciol mention us they are 
extremely atmospheric and contain super¬ 
bly drown and coloured features. The 
monster sprites look horrific and their oni- 
mation is suri>rising]y smooth. The sequ¬ 
ence upon the death of a monster, in 
which its evil spirit rises to the heights is 
well done, and leaves the feeling of being 
in some hellish domain imprinted on the 
mind. 

The game offers an addirtive and exciting 
excursion info tactical platform ond lod- 


^extremely 
atmospheric ... 
superbly drawn' 

ders warfare and pmvides a forum for 
some exciting graphics and sprite manipu¬ 
lation. The soundtrack which is olso avail¬ 
able on the loading screen is enjoyable 
and pleasant to the ear. I was most im¬ 
pressed with its save game facility for 
those ticklish tomes when mapping was 
dangerous and the lives left were dropping 
rapidly. As a small tip to any players the 
monsters do come buck if the screen Is left, 
so it is worth repeal trips to easy monsters 
to boost the score and obtain bonus Jives. 
Oh yes! the major aim is to destroy all the 
generators with the laser, although the 
instmetions do not actually say so. 

The game comes with two disks with a 
detailed instruction manual and it 
appears to work with most versions of ST. I 
did, though, diiscover that it did not want 
to run on an upgraded new 520STFM. 

That is a 1 meg drive 520 with an adtJi- 
tional half meg Rum implanted by the 
dealer, so beware it may not be totally 
compatible. 

Buol comes well up to expectations and is 
well worth buying. 
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VIRUS 

Firebird 

£19.95 



Reviewed by 
John Davison jnr 

You ore the pilot of the generation 
of HoverplonCj and have heen given orders 
to defend j^our country against the oncom¬ 
ing waves of otlaeking enemy spacecraft. 
The attacking alien force is intent on pol¬ 
luting the landscape by spraying it with a 
horrlftc red virus. 

Virus, which was initially seen as the 
game 'Zarch^ on the Acom Archimedes, 
has been long awaited in other computer 
formats., as it is considered to be an in¬ 
novative piece of software. The action is 
set above o three dimensional landscape 
which smoothly scrolls by in whichever 
direction you pilot your hoverj>lone. 
Control of ihe Hoverplane is with either 
the keyboard or a combination of mouse 
and keyboard. The craft must be lilted in 
such Q way that the thruster on its under¬ 
side can pusii it in the required direction. 
This is very difficult to master, and is 
made even more so by the fact that you 


have to compensate for inertia ond 
gravity. 

As you move around the colourful patch- 
work landscape you will come across 
many trees., lakes and other sucli things, 
You will also encounter a number of diffe¬ 
rent alien space craft which must be des¬ 
troyed. To old yc]u in your navigation of 
the land you are assisted by a radar dis¬ 
play situated in the top left hand corner of 
the screen which^ for me, did not really 
help. This was because I couldn't easily 
distinguish the coloured 'blips' indicating 
alien .spacecraft from the green and blue 
background of the radar screen. 

Graphically the game is very impres.sive. 
The patchwork ground scrolls by extremely 
smoothly and, if you move a great dis¬ 
tance above lUe ground, the stars scroll by 
at differeru speeds giving an excellent 
three dimensional image. The space craft 


many ways of miniaturised versions of 
some of the craft in Elite. Many nice little 
features make the graphics just that bit 
better - for example there is a fixed light 
source and all shadows and highlights on 
objects in the game change in relation to it. 

In terms of sound the game is not terribly 
good. The occasional blip and blurp seems 
to be the sum total of the sound effects, 
which is o pity as consadcring the high 
quality of everything else, it does let the 
side down considerably. 

In conclusion i would say that as a feat of 
programming Virus is superi\ however I 
found it absolutely impossible to play and 
could not get along with the controls at 
all, it looks like being a real challenge. 
Visually the game is spectacular and a lot 
of work has obviously gone into it, but T 
cannot help feeling that all this is wasted 
because of the stieer difficulty of con Ira I. 


WHIRLIGIG 

Firebird 
£19.95 


Reviewed by 
John Davison jnr 

Whirligig is a vast network of mini uni¬ 
verses or 'eigenspaccs' which are linked 
together by slurgates. The Whirligig itself 
consists of over four billion eigenspaces, 
most of which contain a number of slur- 
gates which take you deeper into the 
Whirligig, Of the four billion or so sectors, 
there are five 'perfect' eigenspaces, or 'per¬ 
fects paces' which contain one of the five 
'perfect sijlids'. These solids are the key to 
your ultimate success in the game. 

Each of the solids has a form of 'attractor' 
field around it and if you manoeuvre into 
this field you can collect the solid and take 
it through the sturgate. If you manage to 
find and capture all five of the solids, their 
combined power will create a timegale 
which takes you back to the golden age - 
198SAD]![ Throughout the eigenspaces you 
will come across hundreds of different 



'a masterpiece ... 
visually spectacular... 
extremely playable' 


varieties of enemy spacecraft and also a 
variety of depots which will replenish your 
supplies of missilesj fuel, or chaff pods 
(defensive homing devices which destroy 
the nearest threat). 

The screen is a multidirectional scrolling 
affair with your large ship situated in the 
centre. If required, a control panel show¬ 
ing supply level indicators and a sector 
map can be scrolled up from the bottom of 
the screen. 

Control is via the mouse and is very 
simple to learn. Moving the mou.se for¬ 
wards causes the ship to move in the direc- 


this makes control much easier ond as 
most convenient. 

Graphically , the game is stunning. The 
objects and sprites on .screen are all very 
large, colourful and amazingly solid look¬ 
ing. This '.solid' look is achieved by some¬ 
thing kraown ns 'Lightsource 3D', which 
shades all of the ohlects with reference to a 
fixed lightsrjurce. The result is really mag¬ 
nificent and gives the game a look of ex¬ 
treme quality. 

T he sound is also very good. The con¬ 
tinuous music, which can be switched off, 
i-s of excellent quality, being a memornble 
'[ally' tittle tune which fils the game very 
well. The sound effects which are activated 
if the tune is turned off, consist rnainly of 
feeble little explosions and gun shots. 
Although they are not that impressive they 
are adequate for the game. 

In my opinion Whirligig is a masterpiece. 
It is visually spectacular, extremely play¬ 
able, eosy to control, and has a definite 
goul for you to strive for. I rate it as one of 
the few truly addictive games 1 have play¬ 
ed recently, and can quite honestly soy it 
is one of Firebird's best relea.ses to date. 
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FLYING SHARK 

Firebird 

£24.95 



Reviewed by 
John Davison ;nr 

Flyiny Shark is a conversion of the oncade 
coin-op by iQilo. Eosicolly it is a vertical 
scrolling shoot 'em up, very similar in style 
to the game '1942\ which has twen seen 
in the arcades and on vorious other home 
computer formats. 

The scenario is fairly typical for this type 
of game. You, the great combat ace, must 
fly Q lone mission behind enemy Lines 
against overwhelming odds. Your aim is to 
win the battle and to ultimately save man¬ 
kind, Its not exactly the most original 
story for a game, is it? 

The game Is for one player only and you 
coniroJ your biplane using the (oystick for 
movement and machine gun fire, and the 
spoce bar to activate the 'smart' bombs. 
The view of the proceedings^ as in most 
games of this type, is from above with you 
looking down on the battle beneath. You 
will fight against the enemy guns, fighter 
planes and tanks over a variety of bock- 


drops induding jungle scenes, bridges, riv¬ 
ers, and the sea. 

Various rewards are given for destroying 
certain 'waves' of enemy aircraft. For ex¬ 
ample, 1000 points are awarded for the 
destruction of a squadron of gold planes, 
extra fire power is given for destroying a 
red squadron and extra lives for o silver 
squadron. Extra 'smarT bombs can be cob 
lected by flying above a 'B' symbol. 

In play, Flying Shark is fairly addictive 
and easy to gel to grips with. The controls 
react well which mokes the manoeuvrabil¬ 
ity of ycmr plane quite considerable. As 
mentioned above, pressing the space bar 
fires a 'smart' bomb which drops just In 
front of you and erupts into four spiralling 
fireballs which destroy anything in their 


path. This weapon must be used sparingly 
as you only have a limited supply, but 
they are very useful to get you out of a 
tight spot. 

The graphics are of a high qualityj being 
both bright and colourful and manage to 
catch the general feeling of the arcade 
original. The scrolling is smooth^ although 
I did notice the very slightest jiudder at 
limes. Animation of the various planes, 
tanks., and boats is also very good, being 
both fast and smooth. The background 
tune which plays throughout the game is 
catchy and of co'nsiderable quality. 

Overall Flying Shark is an excellent 
aKode conversion and if you arc a fan of 
this type of game and want to play at 
home I can highly recommend it. 


FOOTBALL 
MANAGER 2 

Addictive Games 
£19.95 


Reviewed by 
John S Davison 


Ever wanted to try your hand at manag¬ 
ing your favourite fpotball team? Well 
now you can, as Kevin Toms' classic foot¬ 
ball management simulation has made it 
onto the ST at last. 

As team manager you're responsible for 
producing a winning team and ensuring 
your dub keeps a healthy bank balance. If 
you're good you could see your team rising 
to the top of the First Division, winning 
cups and championships on the way. 

You start with £500,000, .sometimes more 
with sponsorships. This is used to pay 
players' wages, to cover club overheads, 
and to build up your squad by buying and 
selling players on the transfer market. You 
also get income from gate receipts; the 
more successful your team is, the more 
cash you get. Your bank balance is recal- 



culoted eoch week of the season based on 
these transactions - if it's negative you're 
sacked! 

Before each match it's your job to pick the 
best team from your squad. This involves 
studying your players' attributes (position 
played, skill level, fitness level) and those 
of the opposition, matching your players' 
strengths against theirs and deciding the 
formation to play them in. It's also impor¬ 
tant to test your players occasionally, so 
their fitness level doesn't drop low enough 
for them to be judged unfit to ploy. 

Once o match begins you have no direct 
oonirol over play, although you can coll in 
substitutes ond change your playing for¬ 
mation at half time. You see the game as 
a series of animated octlon sequences, 
rather like edited highlights on TV, You 
watch from the stand as the players dash 


around the pitch, pas.sing, lobbing, tack¬ 
ling, and shooting at goal. The outcome of 
each interaction between players is de¬ 
cided on the basis of relative skills plus a 
random element (representing luck?). A 
sequence continues until the ball goes out 
of pltiy, the goalie saves a shot, or a goal 
is scored. Following a goal you're shown 
on action replay from a vantage point 
behind the net. 

Graphics are nothing special, particularly 
the title screen ond pitch backdrops, which 
are distinctly mediocre. There's no scroll¬ 
ing, the pixsgram switches between three 
separate screens depicting different parts 
of the pitch to keep up with the action. 

The player sprites (in team colours) are 
quite well animated, particularly the 
goalies who jig around in the goalmouth 
just like real goalies do. 

Sound is the worst I've ever heard on the 
ST, consisting of just two different hissing 
noises representing c’rowd sounds, and a 
click heard as the ball is kicked. Shame on 
you, Mr, Toms ■ if ever a game cried out 
for sampled sound it's this one! 

I'm no football fan, but 1 actually enjoyed 
this game despite its failings. As with oil 
good .'Simulations I soon found myself tot¬ 
ally absorbed by it, and the desire to ploy 
just one more match was very strong. If it 
does this to me, then football enthusiasts 
should love it. 
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PUFFY’S SAGA 

UbiSoft 

£19.99 


Reviewed by 
Damon Howarth 

The presentation of this piece of Gallic 
software is coloutrul and eaten is the 
underlying theme. A little ball (Puffy) has 
lost his girlfriend (Puffyn) in a dangerous 
mazedike castle full of power pills and 
mysterious treasures and monsters. Moglc 
may be obtained therein to help the little 
ball on its way and the whole is. joystick 
controlled. 

There are no obvious instructions in the 
box except for o colour screenshot of the 
various monsters and goodies which in¬ 
habit the dungeon and no warning of the 
rather cute and innovative programming 
inside the game. The gameplay iSr when 
stripped of its gloss, basically a Pacman/ 
Gauntlet mongrel and presents little more 
than original Gauntlet in challenge, but 
the gloss is what makes the gome so 
appealing. 

On start up the player has the choice of 
the mole or female blob, which have dif¬ 



fering attributes, that is the male is slow 
with a high hit and damage copacity 
while the female is swift but non violent. 
Whichever character is chosen a little 
'hello' emanates from the computer in 
sampled Fronglais. This same voice adds 
helpful sound effects such as "yum-yum* 
whenever the food is eaten to "Ouch I' as 
damage is suffered by the hero(ine) and 
even offers helpful news such as ''You will 
die!" 05 energy is depleting. Fearsome roars 
emanate from the monsters and the occa¬ 
sional blob-like giggle also reverberates 
thrfjugh the maze os problems are over¬ 
come, This makes the game highly enjoy¬ 
able at first glance and for the initial hon¬ 
eymoon period it seems extremely enter¬ 
taining. Sadly it pales after long term 
ploying. The whole experience is not dis¬ 
similar to the early talking Metros which 


at first were novel and subsequently some¬ 
what wearing as they told you that the car 
was in excess of economic speed or what¬ 
ever. 

The action seems to expect that the player 
is av/are of the Gauntlet style gome and 
does depend on disappearing walls and 
hordes of early gho.sts to weaken the char- 
aciers. It is unfortunate that this only ca¬ 
ters for single players as the combination 
of Puffy and PUffyn could have made a 
good co-operative game. Should the player 
wish to change role mid game then it 
takes one of the magic points that are 
collectable on route. The various magic 
functions do add something to playability 
and Offer a challenge to the imogination 
and deductive powers to discern what use 
any one piece of equipment or spell is. 

The game is technically good coming on 
two disks in the boxed format and is com¬ 
patible with all versions of ST that I tried it 
on. The colours are vivid and the game- 
play normally more than adequatCj 
although joystick responses became slower 
in busy screens. 

On the whole I felt that this was a gim¬ 
micky gome that is likely to sell well to 
impulse buyers or those who are happy to 
ploy only until the next new game comes 
along, I was not convinced that it had any 
lasting appeal 


PURPLE 
SATURN DAY 

Exxos 

£24.99 


Reviewed by 
fohn R. Barnsley 

This game was originally to have been 
called Alt Attack, but it was opporenlly 
decided that this title may have led to 
confusion among the retoilers, believing it 
to be Q computer-generated art utility ..... 
which it certainly isn'th 
The game is a little strange at first and 
takes quite some time to comes to terms 
with. The bosic scenario is that once a 
year, on the planet Saturn, a galactic Au¬ 
rora Borealis occurs which turns the sur¬ 
rounding skies a shade of purple - hence 
the apt title. To celebrate this phenome¬ 
non, an annual mini-olympiad of four 
challenging 'sporting' events is held on the 
Purple Doy between the best specimens of 
the various races that inhabit neighbour¬ 
ing plonets. Only ONE of these 'races' is 
human, the others comprising weird and 



wonderful creatures, all with varying 
.strengths and weaknesses that will influ¬ 
ence your choice of opponent for each 
individual event. The gameplay is hectic 
and the occompanying graphics are su¬ 
perb! This software may seem daunting nt 
first but persevere and you won't regret it! 

One of the events. Ring Pursuit, involves a 
race around the rings of Saturn, avoiding 
meteors whilst quietly and efficiently 
nudging your opponent into their path - 
your task being to pass on the correct side 
of the orbiting satellites as you race 
around. Another event is Tronic Slider 
which is a type of energy-hunt based with¬ 
in the confines of an extraderreslriai box¬ 
ing ring which is itself festooned with a 
series of shimmering monoliths to dodge 
and scoot around. 

Time lump has you attempting to cata¬ 


pult yourself the farthest distance/time 
into the future, while Brain Blower places 
you within an exploded brain with your 
objective being to fight and reactivate your 
particular cerebral hemisphere before your 
opponent activates his!! 

On the final screen, the overall winner of 
the tournament gets to sort of 'unite'' (well 
it is French!!) with a beautiful female life 
form. The resultant offspring from this en¬ 
counter appears on screen which you can 
then save to disk] 

Purple Saturn Day may be loosely classi¬ 
fied as o cross between Arcade/Simulation/ 
Strategy but that would bely the truly 
magniricent mixture of colour ond intri¬ 
gue, together with smooth and effective 
gameplay, that this package certainly is. 
EXXOS is the new arm of ERE Informati- 
que, the French software house which pro¬ 
vided us with games such as Spidertronic 
and Macadam Bumper. As a point of in¬ 
terest, the name EXXOS ha.*! Greek roots - 
'EXO' meaning OUT which is the opposite 
of'E50' signifying the internal and hid¬ 
den! The choice of label title reflects the 
ultimate aim of the software producers 
which is total universal communication as 
seen in the first release on the EXXOS label 
- Captain Blood. A little bird tells me that 
the follow-up to Purple Saturn Sotum Day 
is provisionally titled Temple Of The Flying 
Saucers!! 
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MENACE 

Psygnosis/ 
Psyc lapse 
£19.99 


Reviewed by 
John Davison jnr 


Menac 0 is the latest neleose from Psygno¬ 
sis, who are noted for their titles of ex¬ 
treme quality. Menace is no exception, as 
il is a triJly stunning game. 

Basically it is a horizontally scrolling 
shoot ’’em up, similar in style to the oncacle 
game 'Nemesis', You must pilot a small 
fighter craft through the defences of the 
planet Draconia, On the planet you must 
novigate your way through various sec¬ 
tions to destroy the most feared rulers in 
the galaxy. These rulers apparently rav¬ 
aged and plundered space for mony years 
and have been exiled from their home 
galaxy to the unnatural mutated planet of 
Draconia. You have been sent to avenge 
the deaths of those killed in the past by 
totally annihilating the planet. 

Along your journey through the pas.sages 
of Draconia you encounter many different 







alien lifeforms who are sent to attack you, 
if you manage to destroy a wave of these 
aliens you are presented with an icon, 
which, if shot at a number of times, cycles 
through a seledLon of different v/eapons 
and features. These items, which can be 
picked up by flying the ship over the icon, 
include lasers, cannons, shields, 'outriders' 
and a 'speed up' feature which enables 
your craft to manoeuvre with greater ease 
and speed. 


To complete a level of the game, the 
enormous creature or spocecraft found at 
the end of the level must be destroyed by 
shooting it a great number of limes. 

Whilst attempting to do this you are utter¬ 
ly bombarded with enemy fire. 

As yo\i would expect from Psygnosis the 
graphics in Menace ore absolutely superb. 
They are very colourful and would puss in 
an arcade] The end of level sequences with 
the large enemy creotures are especially 
impressive. The animation of your craft 
and the alien creatures is extremely 
smooth, os is the scTi£>lLing, which although 
very slow is of a very high standard. 

Music and sounds within the game are 
olso very good. The continuous tune 
throughout the game (which cun be 
Switched off if required) is pleasing to the 
ear and very catchy. Sound effects one few 
and far between because of the presence of 
the music, hriwever there is a certain 
amount of digitised speech which informs 
you in a very smooth calm voice of 
oncoming danger and of the weapon 
which you have just picked up. 

Overall, Menace Is a superb game which 
is Impressively presented. The graphics are 
beautifully drawn and the sound is ex¬ 
tremely good. Menace also excels in terms 
of playability. It is a highly addictive 
game with enough variety for you to keep 
wonting to come back for more. It is defi¬ 
nitely the best game to come from Psygno¬ 
sis since Barbarian. 


MINDFIGHTER 

Abstract Concepts/ 

Activision 

£24.99 


Reviewed by 
John Sweeney 

Mindfighter follows the adventures of an 
eleven-year old boy whose amazing 
psychic po-wers have resulted in his mind 
being trapped in a nightmare vision of the 
future * lost in the ruins of Southampton 
after a nuclear war has devastated the 
world. You must first survive long enough 
to gather sufficient information about 
what has happened to enable you to 
changse the future, then find a way to 
return to the present so that you con use 
the information. 

The game is a text adventure with pic- 
ture.s which comes nicely packaged with a 
poster and a 150-page novel of the .same 
title. It starts well enough and appears to 
have great promise: the moody pictures 
and detailed text set the scene of a post¬ 



holocaust future very well. As you wander 
the ruined streets of Southampton various 
grisly evenl.s occur - "Slowly, with a blunt 
knife, the guard began to saw the man's 
hand off'I - and you start to encounter 
various problems - htsw to survive noxious 
vapours and attacks from enemy guards, 
how to get through the electric fence or get 
past the guards to the ship. 

Unfortunately things don't go well from 
there. The 'advanced parser' isn't very adv¬ 
anced and the vocabulary is rather lo* 
mi ted. Most sentences get the standard, 
boring respcm.se THAT WASN'T POSSIBLE. 
Mindfighter understands very few of the 
words it uses in its de.scriptions, but you 
must try all of them since occasionally 
there IS one you have to use. Tor example 
ofter trying EXAMINE RUBBLE in eight dif¬ 
ferent places and being told ROBIN 


COULDN'T EXAMINE THAT you might be 
forgiven for believing that it was not valid 
- wrong! - you can EXAMINE RUBBLE in 
one location (but only once!) to di.scover 
Siimething! 

More problems occur when you solve q 
problem and try to tell the game what you 
want to do - at one point I had to try eight 
different ways of typing in the solution 
before I found tme that it understood. 

Then there Ls the book. If you read it fiirsl 
then it gives rather too much away. But if 
you DON'T read it you will not be able to 
solve some of the puzzles! For example, to 
pas-s the fence you need one of Robin's 
psychic powers, but there is no way you 
con guess what it is without reading the 
book. Even then your chance of working 
out exactly how to invoke the power is 
virtually zero. Stuck? Try LQKDOfl. KROG. 
HAKDOH. PHWDPRUSK HDJOH (take 3 off 
each letter and don't drink any water!). 

The game runs from memory so response 
times are very good. But at was written for 
a number of machlne.i and herein lies a 
major part of the problem: the conversion 
to the ST was done by people outside the 
author's control and was not lo his liking, 
furthermore the testing was completely in¬ 
adequate and they are "planning to shoot 
the play testers". Abstract Concepts are 
hoping to rectify this with their next 
adventure ■ Purision Knights. 
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- AS SOO^f AS / PRESSED THE MOUSE BUTTON I 

KNEW I HAD TROUBLE - a pair of HASSLERS appeared 
promptly and s jammed in to me. On e l^e gone and little Jo 
show. 


To show who was in cftarze I ac celerated towards the descending 
LANDERS and wrote several of them off - then came the cry for 
help - a LLAMA had been nabbed by one. Of course it was far off on 


the edge of the SCANNER -1 accelerated towards it, ducking and \ 
weaving and luckily destroying an MACD** on the way. When I got 
there I carefully shot the lander, caught the Hama and put it down on 
the surface, protecting myself with a dab of SLLIELD. 




No relief-! had run into a bunch of seeded mines and an NPB *^ iwj 

right ahead. I punched CONTROL for the SMART BOMB but too 
late, second ship gone. 





My survival into thy next way In doubt - time to Sharpen 
As my third ship rezzed in, a MUTANT and a couple of 
H OVERDRONES appeared - this time the SMART did its stuff. 


I had a second to breathe, study the Scanner and decide where 


the most urgent threat was. 




Then, two more cries for help, nearer this time and close together. 
Flying now by instinct 1 managed to rescue both llamas at once. 
Wonderful - unt il the M OTHER S LfIP zapped me. They fell to their 
deaths, from a great height Six more to die and we'd lose the planet 
and plunge into a fight in Deep Space. 




No time to worry - two STORES appeared right ahead - a second 


Smart yon- them off. The next few secs were pretty productive 

suddenly the Scanner began to clear but what wgj this - somethin 


coming at me FA STl jTurned out t o be aKUSSTOMBL YTTER am 


it didn't like me, I tr ashed it with my shield on an a well-aimed bksC 
and so into the next wqve six of my llamas (ntact. 


Have a Crummy Day' - Mine Seeder 
** Nasty Pulsating Blob' 


ANDES ATTACK and GRIDRUNNER, soon! 
for the ATARI ST £9.95 
from your retailer or direct from LLAMASOFT 
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TIME OM 

HERC 

John Sweeney explores two mw F 


W ith the tremendous success of Dnngeonmoster last 
year, there hps been an upsurge in arcade style 
versions of Fantasy Role Flaying variants. Both SSI 
and Origin have produced many successful FRP games over 
the yeors, notably the Wizard's Crown series and the PhonlQ- 
sie series from SSI and the Ultima series from Origin, so it is 
not surprising to find them both putting out new FRP-style 
games, but with simple joystick controls and lots of arcade- 
style fights to try and entice more gamesplayers into sam¬ 
pling the delights of FRP. 

The games have a number of similarities: you need to 
explore your surroundings - but donT need to map very much 
of it; you have to fight your way around - arcade style; there 
are items to find and use; if you press the space bar you get 
access to a menu for extra commands such as casting spells 
and using items - in Heroes it is a text menu across the 
middle of the screen, in Times it is icons along the bottom of 
the screen; and to win you must fulfil a quest. In Heroes the 
quest is to kill o Dragon and retrieve the treasure it is 
guarding; Times is more subtle^ you will be given quests 
along the way and don't discover your true objective until 
well into the game. 

So how do they differ? The first obvious difference is the 
viewpoint, in Heroes you get a cutaway view of the corridor 
or tunnel you are in and o side view of your current hero, in 
Times you get a Gauntlet-style overhead view of your charoc^ 
ter's head. 

The second obvious difference Is in the fighting. In Times 
you just face the right way and press the button - a few blows 
kills just about anything, in Heroes you get rather more 
options. Heroes has two modes of fighting - Ranged Combat 
and Close Combut. Once you get within a quarter of a screen 
width of any enemy you are automotically placed in Close 
Combat mode which, provided you keep the button pressedt 
allows you to thrust (high^ centre or low)^ dodge or back 
away; releasing the button allows you to run! If you are 
further away you are in Ranged Combat mode and if the 
character you are currently using has a ronged weapon - bow 
and arrow, speor, magic staff, etc. ~ then you can use the 
joystick to attack with it, aiming high, low or centre. 

You start Times of Lore by choosing whether you want to be 
a Knight, a Valkyrie or a Barborian and stay os that one 
character for the whole gome. To begin with you have a 
sword and con only hack monsters fmm close up - later you 
moy find a couple of better weapons - your best weapon is 
automatically thrown if you press the button while you are 
outside close combat range. 

In Heroes you have eight characters from the Dragonlunce 
books in your porty, each with different abilities and 

I HEROES OF THE LANCE 

SSI/U.S. Gold 
ST only -£24.95 


weapons, but, oport from using the space bar to call up a 
menu and get one of the other choracters to cast a spell, only 
the current leader cun actually fight. The graphics are superb 
as your chosen Leader leaps or glides across the screen, 
weopon swinging and cloak flying, and with so much choice 
in the character and associated weaponry this aspect of the 
game Is truly excellent. 

In both games spells may be cost at pny time. In Heroes, 
Goldmoan and Raistlin both hove magic. Goldmoon has a 
choice of nine Clerical Spells ranging from Cure Light 
Wounds (costs one point of energy) to Deflect Dragon Breath 
(costing ten) which she con cast with her Blue Crystal Staff. 
The staff starts with around 165 points of energy and is 
recharged whenever on enemy magic user is throwing spells 
nt the porty (she doesn't need to be the leader). Raistlin has a 
choice of eight spells such as Charm, Magic Missile ond 
Detect Invisible using his non-rechorgeabk Staff of Magius - 
well seven actually, Final Strike olwoys kills the party, not a 
lot of usel* Apporently it was intended as some sort of joke, I 
didn't find it very funny! 

In Times, you have to find scrolls in order to cast spells and 
since you are not very good at reading arcane script you have 
to deduce their effects by observation - so 1 won't spoil your 
fun by telling you whut they dol 

uperficially. Heroes of the Lance would appear to be a 
far superior game, having very impressive graphics 
and a much wider range of fighting and spells, howev¬ 
er, if you actually play the gomes for more than half an 
hour, you soon find that the difference is indeed superficial. 
Heroes seems to me to be a superb new games-system (albeit 
with a few rough edges!) Looking for o gome! Times on the 
other hand is a complete game with lots of subquests to hold 
your interest. 

The fighting in both gomes soon starts to pall. In Times, 1 
found it Q trifle simplistic - but then it is an arcade game. In 
Heroes, once you have learnt a few basic techniques, like how 
far awoy from on enemy you have to be to hit it with your 
sword, and which monsters you should Sleep, Web or Chorm 
at once, there is not much that con stand up to your party - 
even the Wraith (second most valuable in points terms) just 
stands there and leU you hack it to pieces without any 
danger to your party] Once you have discovered an effective 
way to deal with o particular monster it always works - the 
only chollenge comes when they attack in groups, but then 
you just take a bit of damage and heal up afterwards. 

As for finding and using items in Heroes, it just isn't worth 
the bother. Treasures are practically worthless - the best I 
found was only worth 50 points - kill one harmless Wraith 
ond you get 57SI New weapons can't be used! Rings and 
Strength Potions hud little discernible effect. And you con't 
search the whole place for Invisible items because Raistlin 
doesn't have enough energy. 

Heroes is also disappointingly short. After exploring the 
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multipk dungeons of a Phantasie, the multi-level dungeon of 
Dungeon Master, or the multiple^ multi-level dungeons of an 
Ultima, I was mast surprised to meet the Dragon on the 
second level in Heroes of the Loncel Admittedly there is ot 
least one other route down Ihere, hut [ still thought it rother 
a small dungeon for the price. I had just mastered the gomes- 
system and was looking forward to playing the game when it 
came to an end! The gome is rather unbalanced and your 
characters much too ptjwerful - you can actually complete 
the whole game using only two of your characters, without 
picking up any items, in less than fifteen minutes! The only 
hard bit is working out the one and only exact way of killing 
the Dragon - a slight bug al this point allows you to get past 
her head and stand unscathed between her head nnd body 
while she breathes flame into empty space - If you get therej 
be sure to turn around os her body is invulnerable! 

There are lots of little things wrong, some of them probably 
intentional in order to provide a simple urcadc game, but 
they are nonetheless annoying. You canT tell whether or not 
you have succeeded in casting spells such as Proyer (nor what 
effect it has!)j or how much power you hove left in your 
staffs, or whether shields have any use^ or how many orrows 
you have left> or which scroll is which and so on. 

H eroes of the Lance is fun to play and has great 

grophics, but is definitely an intrcjductory game - 
and Qs such I believe rather overpriced, fust in case 
you ore after a high score, here ore the points (I really don't 
understand an ^arcade' game where it is almost impossible to 
work out where the points come from!); Bqqz S2f Troll 525; 
Spectrol 120; Aghar 14; Spider 315; Bozak 175; Wraith 575; 
Aghor Lrg 28; Men 20; Hatchling 600; Khisanth 2000; Shield 
or Gem 10; Coins 20; Silver Chalice or Bor 30; Cold Chalice 
40; Hunting Knife (use Detect Invisible just inside the fir^t 
doorway), Gold Bar or Longsword 50; Disks 10,000! You also 
get 2000 points for each survivor, USEFUL TIP: once you have 
copied the diskettes, erase FORMATTOS from the one you ore 
going to play with and you will have space to SAVE without 
changing disks, Even better, if you have a double-sided drive, 
format u diskette to two sides, with ten sectors per track and 
copy all the files from the B ond C diskettes (except FORMAT- 
,TOS) to it. You con then ploy the whole game with NO disk 
changes! 

Let's go bock to Times of Lore. Although the fighting and 
spells are limited, this Is a much better rounded gome. You 
woke from q good night's rest ond go downstairs to the bar 
for your breakfast beer. Here you encounter a Prior who asks 
you if you would seek out a gong of ores in the Dark Forest 
who have stolen the Foretelling Stones. Being a hero you 
naturally agree ond head off to the North, The lond you are 
in is rather extensive, but fortunately the gome comes com¬ 
plete with Q map showing the major roads, rivers, deserts, 
mountains ond buildings. You will need to moke notes as you 
find your way through the forests, locate ruins deep in the 


desert, search for the buildings NOT shown on the map and 
explore a couple of small dungeons^ but detailed map mak¬ 
ing skills are not required. 

Unlike Heroes, where they apply the simple philosophy of 'if 
it moves kill it', in Times you can ond must converse with the 
locals. This is done using the joystick to select keywords from 
a list maintained by the computer, bused on what you hove 
heard during previous conversations. As you complete quests 
and converse with the inhabitants you will be given new 
quests and hear strange rumours, most of which are well 
worth following up. (Just in case you get as frustrated os I 
did, ONE of the rumours is NOT true!) You need information 
and magical artefacts from various subquests in order to 
complete the game - around a dozen tusks m oil - and you 
will also hove to solve a few little puzzles, enough to keep 
you busy for some time. 

T he box actually says 200-300 hours of playing time. 
This is a gross overstotement. That is the sort of time 
it takes to play Ultima IV. Times of I,ore is much 
shorter. I don't think I took more than about 20 or 30 hours. 
Some of the time is actually wasted by the response time on 
the icons - it can take up to 10 seconds just to select PAUSE 
from the menu! Why do progrommere insist on building 
delays into their softwore? It can also take same time to get 
around, especially on the earlier versions, I had problems 
with the RETURN TO TIMES OF LORE option and with un¬ 
wanted re boots os 1 entered a pub to SAVE, so 1 got a new 
copy from Mieroprose and found thot they had speeded up 
the character movement by around 30 or 40%. Once you find 
the Magic Boots the game then gets up to a reasonable speed. 
(If you wont to know which version you have, check the dates 
of the files on the disk - my new copy ha.s 1989 dates.) 

It still has a few bugs (e,g. the dungeons may be deserted^ 
and the LOAD GAME option doesn't oppear to reset the 
luminance so that as night foils ypu end up with a complete¬ 
ly black screen!) but not enough to spoil the game, 1 also got 
a little frustrated with the controls - it is far too easy to 
accidentally hold the button down a fraction too long as you 
leave a menu and then find that you have hit one of the 
locals unintentionally! This means that no-one will talk to 
you so you can't even SAVE your position because that re¬ 
quires you to talk to the landlord! If this happens you can 
either go to another town, or wait till midnight when, I am 
told, "the apathy flogs ore reset "I 

Heroes of the ]..ance, with its connections to TSR's phenomen¬ 
ally successful Dragotilance and its excellent graphics will 
undoubtedly do well, but if you can't afford both I would 
choose Times of Lore us a more complete introduction to 
computer Fantasy Role Playing. 


TIMES OF LORE 
Origin/Microprose 
ST only £24.95 
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HEADCOACH 

Do you need all the glitz and glamour currently 
surrounding the ST? Damon Howarth finds a thinking 
game where strategy is more important than looks 


S uperbowl has been and gone, the 
San Fnantjsco 49ers are the new 
world champions having Just 
beaten the Cincinotti Bengals and the 
Schoburg franklins drtjpped out in the 
wild card game. |usl a minute the Scho- 
burg who? 

This is not the world of Gridiron seen 
earlier this year but a computer manage¬ 
ment and play simulation produced by o 
smalt software house new to the ST taut 
well known in BBC circles. Qualsoft pro¬ 
duced the first version of Head Coach for 
the BBC some years ago and only on the 
reolisation of the owners that 16 bit was 
taking off did they attempt the conversion. 
They started on soccer management 
gomes and then proceeded to use that 
expertise on a statistically correct Gridiron 
management system. 

The game comes on two single sided disks 
with a manual giving full instructions ond 
history of the initial forty-five team mem¬ 
bers. You take the part of the Head Coach 
of the Franklin Schoburgs a team taking 
over the franchise of one of the NFL teams 
and falling into their seoson's schedule, it 
is necessory for you to make ail the deci¬ 
sions as to starling line up players and 
tactics for each of the matches in that 
season. It is your responsibllily lo call 
which of the great range of Offensive and 
Defensive plays best compliments the 
strengths of your team. This of course has 
earlier been determined in the training 
camp section and the two pre-season 
matches. 

Once you have completed a match there 
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follows a results sequence 
consisting of all the 
teams in the NFL, u table 
showing the standings 
and then whichj if any^ 
of the team were injured. 

Finally the computer will 
Inform you who your 
three most valuable 
players were thot week. 

This hoppens each week 
for the sixteen week sea¬ 
son and then if you have 
qualified for the play offs 
your contract is assured 
for the next .season and 
you can try to win a SuperbowL Should 
you fail to reach the Play Offs your per¬ 
formance is assessed and your controct is 
either renewed or terminated. There i.s an 
end of season sequence and you go to the 
draft for the next season. This carries on 
ad infinitum until you are discharged. 
Since one game takes about thirty to forty 
minuter to play it can be seen that a 
season can last many hours and there is 
therefore a save optirin after any game has 
completed. 

'he game has a very realistic feel to 
it and those people who hove even 
the slightest knowledge of the game 
through Channel Four will find in stimu¬ 
lating while those who understand the 
game more will enjoy the varied ploy call¬ 
ing in the system. It is not a game with 
state of the art graphics or sound, it relies 
on the solid game content within its struc¬ 
ture. The screens are mostly textual 

although there is 
a gridiron on 
.screen with field 
position marker 
during the 
games. The 
strength of this 
program is in the 
involvement the 
Coach feels with 
the teomj mem¬ 
bers become 
heroes and 
friends. There is 
a genuine 
wrench when 
players of six 
and seven sea¬ 
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son's standing are cut for new blood and 
the general expectation of your star play¬ 
ers to pull you through in crunch situa¬ 
tions involves you more as the game prog¬ 
resses rather than less. 

A s for as I know the game is only 
available by mail order since 
Qualsoft feel that the lock of a 
glitzy image would act against It on the 
market piace. From my point of view the 
game has kept me sitting up at nights and 
through holiday.s and weekends for up to 
twelve hours at a stretch, with miniscule 
breaks for food or other necessities. The 
game does not pretend to utilise the 
machine to its full capacityj even the 
mouse is not supported, but I forgive it a 
great deal because of the sheer friendliness 
of game play. 

The openness of the program allows it to 
be transferred to RAM disk or to a one meg 
disk and to be run from any drive, with 
subsequent gains in access time. The game 
will work just as well in mono as in colour, 
either on a colour monitor or TV. If you 
want to use your computer in conjunction 
with your brain rather than just a picture 
gallery, this is the type of program that 
might interest you. It is a game I have no 
hesitation in recommending to anyone 
with even the slightest interest in Amer¬ 
ican Football. fir 


HEADCOACH V3 
Published by QUALSOFT, 
18^ Hazlemere Road^ 
Stevenage; SG2 8RX 
Price: £19.95 
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Prospero C - The Verdict 

We thought you might be tired of us talking about Prospero C so we’re letting somebody else have a say 


First Stephen Hill of ‘ST User’ (from his 
review Feb 89); 

Frospero’s Workbench seis a standard of 
userfriendlinessyet to be surpassed^. I am 


Stephen seems to know cur products 
well, I wonder how? 

As usuai, Prospero has really excelled 


forced to resor t to sheer nit picking to fmd 
fault, 

A nice editor h all very well Stephen but 
can you use the compiler? 

/ eiicoantered no trouble whatsoever 
compiling any of my own programs.., 
Prospero has obviously taken a great deal 
of trouble to simplify the process of 
Unking your C programs as much as 
possible. 

But even reviewers write programs with 
bugs! How did you get on with probe? 
Probe remains the best debugging aidP ve 
so far seen, its acce.s.sible enough for the 
total beginner to use and yet at the same 
time easily capable of satifying the most 
demanding expert. 


itself with the documentation. 

But will anyone buy it? 

Prospero has concentrated heavily on the 
user interface and has produced one of the 
few packages which f would actively 
recommend to the complete beginner. At 
the same time the promise of complete 
ANSI C will undoubtedly extend its 
attraction to more advanced 
programmers. 

Matthew Jones of ‘Page 6’ gave us some 
constructive criticism of which we have 
taken due note, he did however get a little 
excited by probe (from his review of 
Prospero C in the Feb/March 89 issue): 


Probe the source level debugger is 
sotnething ! dreamed of years ago, and at 
las t it is possible on the ST. being able to 
watch your code execute will at least 
double your productivity. 

He also concluded in a way that many 
professional developers for the ST now 
conclude. 

Prospero C will in future be my 
compiler of choice on the Atari ST. 
it supplies what 1 need in a 
compiler - ANSI standard^ an 
integrated environment and source 
level debugging. 

Demonstration disks are available for 
those who don’t even trust the reviewers. 
The cost of Prospero C is £129.95 
(including VAT), 


Pro spero Software 

.i^ANGUAGES FOR MICROCC5MPUTER 
l«J CASTELNAU, TjONDON SW13 eiUH, ENGLAND TEL 01-741 S531 


PROFES SIGNALS 

TELEX Sai43P6 


[ ATARI ST SUPERDEALS ) 

520 STFM SUPER PACK 

£349.00 1 

Inc VA T and Next Day Oelivery 

Super Pack Incfodes; 

★ 520 STFM 512 K Keyboard with B u i 11- i n 1 M ega byte disk d rive 
and TV Modulator 

★ £450 of games software including BUGGY BOY, TEST 
DRIVE, MARBLE MADNESS, WIZBALL and 17 more. 

★ Organiser Business Software including WORDPROCES- 
SOR, SPREADSHEET and DATABASE. 

★ FREE JOYSTICK! 

★ All leads, manuals PLUS MOUSE and free mains plug! i 

REMEMBER! Many STs do not come with BASIC, ours come 
with ST BASIC REV D by Metacomco, 

1040 STFM SUPER PACK 

£449.00 

, As 520$JFM Superpack Put with 1 meg 1040STFM | 

1040 STFM BUSINESS PACK 

£439.00 

Business Pack Includes: 

★ Atari 1040STFM Keyboard with 1 meg memory and i meg 
built-in disk drive plus TV modulator. 

★ £385 worth of Business Software including MICROSOFT 
WRITE word processor (£150), SUPERBASE PERSONAL 
Database (£60), VIP PROFESSIONAL Lotus 123 Spread- 1 
sheet clone (£150) and Metacomco Basic (£25). 

★ All leads, manuals and mouse. 

520 STFM EXPLORER PACK 

As 520STFM Superpack with only one free game and no 
joystick Of Organiser - 

E279.00 inc 

, MONITORS 

Atari SCI224 Colour Monitor inc lead .... gg 

Atari SMI 24 Mono Monitor inc lead.....£104.00 

, ^ ^ __CREDIT CARD ORDERLINE 0908 78008 » 

To orttef: eittiercaH the c«i6* (ard gfdflr line atove with yOur Acoessfl/tM cr«St cant details or tiHfce a cheque/PO payette Ipi CtnipuiBr Services LM 

and sehd it with youf otiief to the bahw. We've moved to farger pretatses - Caters ffiMt welcome! 

■psM DIGICOM 

P\ ^ Unit 36, Wharfsfde, Fenny Stratford, MILTON KEYNES MK2 2A2 

AN prlcea include VAT atKl delivery 
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ARE YOU MISSING OUT? 

Vou Ve got lots ol ques-tions about your computer but don't 
know who to ask' We do! You’re ool sure u/hich software is best 
fnr your application! We do^ You'd like to U&ttp up to dale with 
- new releases and be sure they are a good buy^ but who's yoing to 
lell you? We wiEl!' You would love to get to kru^w other Alan 
enithuslafits, but you don't know how! We do! You want to get 
Some of that 'Public Domain' software youW heard about^ but 
where from? We know! You don't want to led like you're the 
only Aiari owner in the world, hut where can you turn loo! Wdl, 
we can help! Great, but who are yiou?? 

We are the largest {and oldest} Aiari Computer OvL'ners Club 
in the [J K, For just £&.()(.) per year you get help, assistance, hints, 
tips, friends, pen pals, access to PD software, up to dale 
information, games, utilities, hardware projects, software 
reviews, programming tutorials, and a glossy club magazine 
every quarter. 

A club magazine as well!! One of those photocopied things 
that is unreadabJe, eh! Wdl n.o, it's professionally produced, just 
like this magazine you're reading. Ifs called MONITOR, you may 
have heard of it? Yes, friends of mine have read it and say it’s 
great! How do I join the club and gel my copy of MONITOR'? 
Easy just send a cheque or postal order for £S.(X) to the address 
below requesting a four issue subscription. Overseas 
memhership is £8 00 (surface) or £12,00 (AirmaiJ). 

Vou won't be disappofntedn 

The U.K. Atari Computer Owners Club 
P.O. Box 213,Southend-on-Sea, Essex, SSI 2QF 

Independent Us&r Group 





NOW AVAILABLE 

CUP ARr 2 

for use with Fleet Street, Timeworks, Easy- 
draw, 1st Word Plus, in fact any ST desk top 
publishing or layout program 




XxXxXxXxXi^! 

Hundreds MORE images on four disks in compressed 
format with full instructions on conversion to use in 
the most popular programs 

Ail Images are In the public domain and may bo freely 
used - many are ported over from the MACINTOSH - 
subjects include general, animals cartoons, borders, 
headers, classic art, whimsy, holiday, symbols and 
much more - give your work real ciassi 

FOUR DISK collection just £10! 

CLIP ART COLLECTION 1* still available at £10 
Ask for CLIP ART COLLECTFON 1 or 2 available only from 

PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR 

Pay by cheque/postal order. Access or Visa 
Telephone orders welcome on 0785 213928 

‘These diak« are also available as pari of the PAGE 8 ST LIBRARY, 
please ask for a copy of our catelop 


ATARI & AMIGA 
Specialists 


SOFTWARE 

EXPRESai/f/f 

Interested in the 

Atari ST or Commodore Amiga? 

Then talk to us - we are one of the leading specialists 
in Atari & Amiga products for both home and business 

We have a wide range of products including: 
Computers, Printers, Hard Disks, Diskettes & 
Boxes, Monitors, Modems, Laser Printers, 
Plotters, Books & Magazines, and of course, 
a wide range of software for Entertainment, 
Music, Programming, Education.Gr^hics and 
much, much more. 

For the business user we have systems for 
Accounting, Payroll, Desktop Publishing, 
C.A.D., Word Processing, etc. 


Why not give us a call, or better still, visit one 
of our cenfres in 

Ptymouth 

9 Exeter £i, TTie Viaduct 
Plymouth 
0752-265278 


Birmingham 
212-213 Broad St 
Birmmgham, B15 2JP 
021-643 9100 


P.S. Bring this ad wilh you and get a discount of up to 10%! 
P.P.S. This adverlisemenl was produced using an Atari ST. 


Sprite 

Master 


Create superb quality animated graphics with 
Sprite Master-the ultimate Sprite designer for 
the professional and amateur programmer. 

Languages Support^: GFA Bask, Hisoft/Power Basic, 

Fast Basic.r STOSBask, A$$iernlbler and C 
Editing Functions: Draw, line, box, circlej^ fill, copy, 
overlay, enlarge, reduce, scroll, flip, set palette, set size, 
rotate, grab, outline, eicchange colour^ undo, test. 

Other Features 
Sprite Size: Adjustable from 
SxS up to 144 x84 pixels. 

Load ^een: NEOchrorne, 

Degas, Degas Elite, Paintworks, 1 
Advanced Art Studio, etc. 

Comprehensive Manual: 

With full technical information 
on the use of Sprite Master 
sprites. 




to ui a rt 
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SPRITE MASTER 


Damon Howarth finds an easy way to design sprites 
and get them to run in several languages 



One of the more annoying factors 
of the majority of longuages for 
the ST is that they do not provide 
easy programming or designing of 
sprites. Unlike certain other 16 bit 
machines the ST is not blessed 
with hardware sprite cneutioTi or 
even a user defined graphics func¬ 
tion, which mokes life difficult for 
would be programmers not flaent 
in C or Assembler. Fortunately 
though many third parties have 
created sprite designers to fill the 
gapj but unfortunately many of 
these have been either language 
specific or extremely difficult to in- 
corporote Into u program. Now 
Animalic claim to hove brought 
out a designer that is armpatible 
with Q wide range of languoges 
and is capable of producing good 
animation as well. 

For those who may not know a 
sprite is a figure which the com pa¬ 
ter can move about (for exompie 
the ball in Arkonoid or the space¬ 
man and creatures in Baal) and 
sprites are the mainstay of the vast 
majority of games^ so it was with 
interest I tried out Sprite Moster, It 
claims compatibility with Fast 
Basic, GFA Basic, HlsoftfPower Basic, 
Assembler, C and STOS. A creditable 
achievement Indeed. 

The utility comes in an attractive box 
together with one disk and a fairly com¬ 
prehensive manual. The whole runs in low 
resolution only, which is, in general, fair 
enough since most games are in that 
mode anyway. To create a sprite is a fairly 
simple task, the whole pockage is mouse 
driven from the loading screen. 

A row of icons give access to the various 
functions which allow various loading and 
saving functions and access to the toolbox, 
which is a comprehensive collection of uh- 
lltiewS, the draw mode, □ testing mode, cre¬ 
dits and quit. These con also be accessed 
via the function keys for added conveni¬ 
ence, The manual briefly explains the con¬ 
cept of animation, which will be readily 
understandable to anyone who drew run¬ 
ning dots on the comers of schoolbooks 
when young. It also gives a good guide to 


the use of the drawing program which is 
not unlike Neochrome in format. Colour 
swapping, copying and ppllette creation 
are all occounted for, as are various cut 
and paste routines. Each step of the sprite 
is drawn on this and then inserted into the 
relevant space or step in the program for 
later use. The 'copy to next frame' func¬ 
tion is useful here since It allows for com¬ 
patibility of style. 

The disk Contains several example files 
showing how to run the resultont sprite in 
the various basics and it is a simple matter 
to alter these to suit any new sprite that 
is made. These are somewhat useful as o 
demo of programming difficult concepts in 


SPRITE MASTER 
Published by Soft Bits 
Price £24.95 


various languages. There is also a 
picture grubber and compacter on 
the disk so that Nco and Degas 
format pictures may be cut and 
compiled into sprite format 
another useful aid for those who 
find drawing a problem. There is 
even an ABCIl converter to make 
any sprite you design compatible 
with low level languages for man¬ 
ipulation. 

The package was surprisingly 
friendly to use and once the actual 
mechanism for placing drawings 
into frames was mastered it did 
not take long to create a simple 
bouncing amoeba, I tried this with 
the supplied demo program for 
GFA and FAST Basics and was 
pleased to see that it worked very 
swiftly in totally compatible mode. 
Having tried to use sprites in these 
two longuoges before, Sprite Mas¬ 
ter scored top marks with for this. 
The claimed compatibility with 
5TOS though is a little of a cheat. 
To utilise the package's sprites in 
this it Is nece.ssary to grab ready 
saved sprites made by Sprite Mas¬ 
ter via the STOS sprite grabber. Yes 
you can use Sprite Master to run 
on STOS but there seems little point as it 
does not offer any significant advantage 
over that fTockage's excellent creation faci¬ 
lities. Indeed as Sprite Master Is only about 
five pounds cheaper than STOS I can see 
it being of liitle value to owners of that 
software. For others though it Is a worth¬ 
while experience and may solve many 
frustrations for them. Unlike many other 
sprite editors, Sprite Master does not just 
leave you with a bunch of sprites and let 
you figure out how to use them in your 
prograrn. The exomples given in various 
different languages are very useful for 
those who are not already totally profi¬ 
cient in their chosen language. Ajisembler 
programmers may not need such help but 
those whb program in any of the BASlCs 
listed might find the hints a blessing. 

On the whole I would recommend Sprite 
Master to all but STOS users who are in¬ 
terested in expanding their programming 
abilities with their favourite languoges. • 
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THE 

RESOURCE FILE 


The rff Filt u siTviti; provLck**) 


by PAGE 6 to help Atari owners find 
sources of inhumation, help ond sup¬ 
ply. An entry In this feature does not 
necessarily Imply any endorsement by 
PAGE 6. The retailers shown oie those 
who are known to hove supported 
Atari for some time hut Ihin^s chon^ 


COMPUTF.M AUVENTURE WORLD 

Bank Buildings 

1A, C'hortno c:rn.ss 

Birkenhead 

1.41 6E:j 

Tel. 051 66S 1132 


IMTOTO 

1, IlcathccKit -Street 

Hockley 

[Motts. 

NGl3AF 
Tel. I>&02 410987 



PEATS ELECTRONICS 
I'#?, Fumetl 51 reel 
Dublin ] 

Ireland 

TeI.EKWl 727799 


and rewlers are tKk'ised to check for 
them'sefves to ensure that the Intor- 
motion Is still current. We would ask 
any readers who find information to 
Ih inaccurate or out nf date to let us 
know so that on eutiy may Tie amen- 
de<3 or deleted. 


RETAILERS 


ATARI WORLD 
15. Fennell Street 
Monchesfer 
M4 JDlf 

Tel. Dtsl BUfl 4941 

BRIGHTON COMPUTER EACHANGE 

2, .\nn Street 

Brlutiton 

BNI4GP 

Tcl. M7J 570240 


COMPUTER CAVERN 
21, Hdtris Arfode 
Reading 
Berks. 

KGlIDN 
Tel. 0734 S&J062 

COMPUTER CENTRE 
]74r HL^h tbi refit 
Hornchurch 
K-ssex 

Tel. 04024 7S613 

GAMER 
71 Cast Street 
Brighton 
Sus5e^ 

BNI IHQ 
Tel. 0273 72SftEl 

CIJ^SGOW COMPUTER CENTRE 
Viruiniu Galleries 
33 Virginia Street 
Gictsudw 
Gl ITU 

Tel. 041 552 1522 * 


CHIPS 

.5.3, Ru-^hy Rood 
Worthing 
buwejt 
BN 11 .5NIB 


HI-FI WESTERN LTD. 
.52^ Gomhrfan Road 
Newport 
Giyent 

Tel. 0fi33 62790 


SILICON CENTRE 

JENNINGS STORES 7, Antigua Street 

244 . 24Et. Hertford Road Edinhurph 

Enfield ScotlanrI 

M idd y. lei. rt:i 1 .5.5? 454ft 

Tel. 01 e04 1767 


l.ADRROKE COMPUTING LTD. 

33, Ormskirk Road 

Preston 

Lancs. 

PRl 2QP 
Tel. 0772 21474 

LIVINGSTON COMPUTER CENTRE 
17, The Mall 

Craigshill Shopping Centre 
Livingston 
West T-othlan 
TeL 0506 3697B 

MiCRO-THONICS 
270, Morket Street 
Tamworth 
SlotTs 

Tel. 0327 514«0 

ONE STEP BEYOND LTD. 

llti. Castle Meodn-iw 

Norwich 

NRl 3DG 

Tei. IM3 afi379ft 


SOFTWARE EAPREiS 
212. Brood Street 
Birmingham 
BIS 2AY 

Tel- 021 643 9LCKJ 

SOFTWARE EXPRESS 
9 Eveter Street 
Plymouth 
IJevon 

Tel.0752 23S276 

A.S. WOOTTOK .& SON 

116, Edleston Roud 

Crewe 

<CW2 7IID 

Tel. [>270 214113 

VORkt'OMPUTER CENTRE. 

9, Doi'vgate Arcade 

Ufivy^tfi 

Y'ork 

YOl 25U 

Tel. 0904 641S62 


A6C 

CunluCI Mike Donugbue. 135. 51. 
Leonards Road. Ldceslci, LE2 3B2. Tel. 
0533 700190. Retailer and both 3-bit 
and ST user groups. 

A,CE, USER GROUP 
COntud Martin Sharfte, 33. Brooklyn 
Court, EiadJord Road, Cleckhealon, 
West Yoits, BD19 4T1. Tel.0274 351,131 
(24 hours). Monthly meetings-, newslet¬ 
ter, trips, discounts etc. 

A, U. G, (IRELAND) 

Conlact Mike Casey, i. 5t. Kevins TYirlt, 
Kllmucud. Co. Dublin. Ireland. Td. 01 
631330 or &B5 01 635634 (24 hours). 
Monthly meetings andnev^'sletter. 

BESTWOOD 8-BIT USER 
GROUP 

Contact David Taylor, 60 Sleven holme 
Crescent. Bestwoud Park, Noltinghorn. 
NG5 5\W. Tcl. 0602 209735. 8-bit local 
users only 

BOURNEMOUTH AND POOLE 
ATARI USER CROUP 

Caotiu:l Colin Hunt. 24$. WfmhrHme 
RCHidr i-Jakdale, lY^ole, Dorset. 5T, $-hlt, 
hanlwurt; and software development. 

BURY ST. EDMUNDS USERS 
GROUP 

Contocl Gary Rrumiuiinje. 22, Ridley 
Hood. Bury 51. l:dinuni,1s. Suffolk. I['.33 
3tl5. PleOW iM?nd 5AE fordelUilS- 


COLCHESTER ATARI USER 
GROUP 

Contact Mike llairlaon, 172, flurviich 
Road. Colcheslei, Esex, C04 3DD. 

Meets fortnightly, supports oil Atari sys¬ 
tems. Tel. D2Q6 $67931 or 0206 42900 

F«ST (Fast ST Basic Users 
Group) 

Contact Simon Rush, 42 York Road, 
Rayleigh, Essex, SS6 SSB. Tutorials in 
Bosk and 68000. SAE for full details. 

FLOPPVSHOP ST 

Contoct Steve f>elaney, 50. Slewart Cres- 
cent. Nurthfield. .Aberdeen, ABZ .55R. 

Tel. 0224 691624. 

The GATEWAY CLUB 

Contact Phil Heiberer, 164d Raddiffe 
RMd, l.akenheath. Suffolk. Tel. (Erls- 
well) 2563. All computer club with Atari 
itelLon Meeli oMce o month. 

LACE (LONDON ATARI 
COMPUTER ENTHUSIASTS) 

Contact Glenn Lendei, 143 Richmond 
Road, Leytonstone, London. El 1 4BT. 
Tel. 01 .5.5ft 039.5. XL.XE. .5T u.-srs. Great 
newiklter and I’D llbrory 

LUG'S (LEEDS USER GROUP) 

Contact Dove on 0532 717712 anytime. 
lOitt, a 10, cassette users welcome. -Send 
.5AE to P.O. Box TR7, Leeds, W. Voika 
1.312.5Pr. 


LVAUC (LEA VALLEY ATARI 
USERS GROUP 

Gentacl Mall Tydctrlun. 125 CtwJmore 
Lane, Cheshunt, Herls. ENB 9Fli. Regu¬ 
lar meetings and newsletter, 8fl6 bit. 

MACCLESFIELD COMPUTER 
CLUB 

Contoct Ptter 5oknmon. Tel, 0625 2076Z 
evenings and. w-L-ekends, All tartipoler 
club wilh Atari section. Meets lart- 
nightly. 

MERSEYSIDE ATARI CLUB 

Contact Mike Lynch. 24, Oakdene Etoad. 
An field. I.ive-Tpool. Metwyside. 1.4 23R. 
Tel 051 264 6435. 3T ONl.V. Regular 
meetings, newsletter and more. 

NORTHERN ITALY ST FANS 

Contact Carlo Eionchini. Vlale .Argonne 
12, 27l0a PAVIA, Italy 

ROCHDALE ATARI COMPU¬ 
TER ENTHUSIASTS (R.A,t-E,) 

Contocl The SetTetacy. P.D. Elox 1, Roeh- 
dole. Lancs 0112 6TCi. SAE appredaled. 
All Atails. meetings fortnightly 

SIGATARI 

Contact Okinn l.jearter. 143. Richmond 
Road. Leylonstone, London, Ell 4tiT- 
Tel 01 556 0595. Fur thu<Se interested in 
more unusual applications. 


USER GROUPS 


STARLIGHT ATARI CLUB 

Contnci Di-Vijglos Wi:K-jdcock. $. EthnanJ 
Rood. Peekhani, LemduM 5tl5 IRU. Tel, 
01 639 3109 after 5 pm. Members with 
disk drives f8 bit"). 

ST CLUB 

Contact Raul Glover. P.Ci. Box 20, Hert¬ 
ford. 513 fiNN. Mall only(?). '(Worldwide. 

VTB ATARI COMPUTER CLUB 

Contoct Christian Delubarre, Hekstruat 
7^ 9050 Evergem, Belgium. Tel. 
091/26.29.29. For X1,XE.ST. Orgoniaed 
talks. vLsI t.s etc. 

WORLD ATARI PENPALS Tut 
User Group (WAP) 

Contoct Mun Terveen, Mtigerhorsl 6, 
AIpbert ui'd Rijn. 2402 LP, The Nether¬ 
lands. TeL 01720 45583. Members in 
USA. Canada, France, U.K., Greece, Ger¬ 
many, Soudl Arabia. Have circulating 
disk (B-hilt and ST). Mall only. 

On ytiu wfjni tdhera to knt™ ufjciur your 
group? 5cmf dctofls as above CWtK f J 
wortfs mo-i. on MemtxrsH on a piain sheet 
of paper headed RESOURCE F!Ll - USER 
CJi-DLrPi. Thai 's aP vou get! We wrP not 
^uMisb any oiher derails at meeting times 
gnd fetid fn rtning^. 



Name; THE VILLAGE 

Number 01 464 2516 
Hours; 24 Hours/7 davs 
Boud: V21, V22, V22b]S, V23 
F&Qttires: 8 bit areo, ST area, CP/M 
■area 

Nome; INFOMATKIUE 
Number; 0001 764^42 (Dublin) 
Hours; 24 Hours 
Baud: 300/ 300 ond 75/1000 

Features: ATARI SIG and proqrom 
library 

N u me; LEl CEST ER CENTRA L 

Number: 0533 700914 
HoiirsL 24 Hours 
Baud; 300 ond 1200/75 
Features: 8 bit area and ST area 


Name; CHARLV 
N u mber; 0451/31642 Germany 
010/49/451/31642 from EryJond 
Hours; 24 Houi3/7 days 
Baud: 300,8nl 

Features: Atari S-bil and ST areas. 
P.D. softworc. Some Germon 
required! 

Name; THE ARK 
Number: 021 353 5486 
Hours: 24 Hours/7 days 
Baud: 300 or 1200/75 

Features: 8 bit with Downloads, 
hints, .swops etc. 

Name: CRYSTAL TOWER BBS 

Number: 01886 2813 
Hoitiv: 24 Ho-urs 
Baud; 300 to 2400 
Features; Alori se'ction which 
needs your support! 


Nome: THE GNOME AT HOME 

Number: 01 888 8894 
Hours: 24 HbufS/7 days 
Baud: V23 vjewdutu 
Features: ST area frame *1632.0#. 
ST Bobble starts on frame 
*1632.9# 

Name: CBABBS 
Number: 021 430 3761 
Hours: 24 Houfs/closed Thurs¬ 
days 

Baud; 300 

Features: ST/8 bit. Email to USA 
and Canada 


PACT, 6 reserv«s the right 
to delete ony entry from 
this fenture for any 
reason. Inclusion does not 
imply any endorsement 
by PAGE 6 and PAGE e 
cun accept no responsibll- 
try for the accuracy or 
completeness of an entry. 
Please tell us if you find 
any entry out of datc^ 
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520ST-FM SUPER PACK 



Tha Alan 'S4ipaf Rich 19 id^l tei yau if yau wand bg 331 -off i;> a It^rg jtirl 
wW taal rr antarlBlnmafTl K^tl^re. The Rnd InciafteS i MteT-fM 
ViMh RftM. a buJUn 1Mb duk driw, mtr EflSO ol \iffi *id a 
ilHrtrick II ^ tHi\f 1ha Supdr Path Sii™ Sidr v*o hIM add our ■0^ SI 
Swrur Kh [wcutfi Dim Fii?^ pi pl'lritB. nelun lti« cctfign fob tMuiia 



IWCUUDINQ VAT 


1Mb DISK DRIVE 
£450 OF SOFTWARE 

ARCADE GAMES 

Artcsnold II fmagina £ 19.85 

B« 3 ^on<l The ICe PaJece Oils £ 19.45 

BiKh Lamp Firebird £ 19^45 

Buaiy Boy Elite titss 

Chopper K Maa-tertnoniC £ 9.99 

Ikarl W«iTl«rt Elite £H. 9 S 

MAftI* Hadneai Electronk: Aria £ 24 . 9 $ 

Quadralien Logwlron. E 19 . 9 fi 

Renarsm^ HOwbdo COnsultanfS £ 19.95 

ReHumi Td Gennia Firebird £ 14,95 

HMdwBrB MielbOurna Hotiw £ 19.85 

Starquake MandShn £ 19.95 

Tell CUfw Etectroflic Arta £ 34 . 9 $ 

‘Tnmil Firebird E 9.95 

Thunclefoala Erlte £ 19.95 

Wizball Ocean £ 19.95 

Melboumw Houhb tl &.45 

Zyrup* Hertfspn Cftrtsuliente tl9j» 

SPORTS SIMULATIONS 

Eddie EchvaFEta Soper $ 4 cil .... Elite t 1 g,» 

Seconds Out . . Tynesoft £ 19 . 9 S 

Suminef 'SB Tynesoft £ 19.95 

PRQDUCTfViTY SOFTWJU^E 

OrflAniHr . Triangte PublisPiing £ 49.95 

JOYSTiCK 

AlBhCXWJQTitlch fllancoip £ 4.98 

FREE ATARI BUNDLE VALU£:£45ii7 


With SM124 mono monitor; £498 With SCI224 colour monitor: £698 SS 


1040ST-FM PROFESSIONAL PACK 


HOW WITH TV MODULATOR 

Fdr Ilia soriDu^ home user and biw anvi buBlnasa. we 4i« 
plMBftS I* ahncMincfl- g new packaflB nround Hk 

TCwQST-FM The l&WSTTM hse IMb^ie flAM and 
1 Mbyte tjoilFin disk drivs. tn acldillon, ttw IMaST-FU 
rmw iKiiifieti with a TV modurfflor huilHn. i|The prsMiouBly 
available I MQST-F WB?. desiariKS ter uSa with a monitor 
fifily anct Jld ncH COnw with a mijflulRlCK.) This ffl(idulator 
allows Ihn ItWOST-F (0 ba pluggind direotly into any 
domeBtic TV soi, aiid comaa compluia with a lead to 
allow you to <Jo a*. Thn new ■Prof-eealortal Pack' from 
Silica incigtjas. lha naw 1 Q 4 fliST-Ffi« with modulator plt^ 
four li-igh quality BoUware paokagas inciiKJIng a spfoad- 
shaet. dataJtMfl*, word pnocesaor and pragramming liina- 
uaga. This 'piorasaiodfll Pack' soitwflfe will anabla jrau io 
get atraighi down to bUB^nasa with your new compubey. In 
Bddlllan lO lhi» sa^lwnrg. ^wo^ 1 l^ C 3 M J 4 ), if you buy the 
Profaf^ibnal F^ok rtum Silica Shop, yde^ will also rwo^iva 
me Silica ST Stertei (tit [worth over -faW). Frtte CM 
Charae. Heturn Ineii^iLJpbn lor lurther information 

£499 



IIMCLUDIWG vat 


With SJVI124 mono monitor: £598^^ 


With SC1224 colour monitor £796’ 


ATARI 104Q$T-EH (Certiputan £4igfg,.Qg' 

VIP PROFE^IONAL (Sprtadtihmti £1«.95 
MICROSOFT WRITE iword Procas^bij £14-9.95 
SUPERBASE PERSONAL [DaUbaHh £5S.95 
BASIC DISK ft MANUAL iUir,guHge | ££4.99 

NORMAL RRP: £BB 4.82 
Less DiSCOUNTr - £585.82 

PROFESSIONAL PACK PRICE: £499.00 


2Mb A 4MD MEGA ST 


The MEGA 31 cornputers are siylcd ds as iighlweight keyboard wnh a sBpBfBce CPU. 
eowecied by a cqiiad (fllBplwna style table. Thera erg. two veiaiont dF tne MEOa st. 
one with ZMhyiea dl RAM anri the ether wilh ^Mbyicn. Each veralOB has a IMhyig 
ddut*! sided fltsK driM builNn in tlia CPU WH. TIW MEGA STT, do kA flOIhe with 
modutainr bailMn nnd nwet Ihereiort be with a mambar. VWh avnry MedJ^ 3T 
purchBfled, wa will add |h« 'Prolesalonal Pack' lottiyere Oeorthi CSM.saf dataiiad 


abdva, pdas lha Ell- 
lOB ST Slartcr Kq 
fiyorlh oyer CMDji 
boBi Fnw Of OTarga. 
Reiuivi ifiE Doupian 
iof lurther details. 


2Mb MEGA ST 


•iC 

w 


+ mDnD monitor*-£996 
’f colour mQfiiiar=£1i9a 


4Mb MEGA ST 

£1199 It; 

■hmono monitor = £ 12 SS 
■* colour mon itor = £l 490 . 



DTP Pag eStream £149 


DhMdp Puhlijhirtg j[>Tp| b ona of tha Iwafl giovnig appAcBlIoni tpr |>er40nai 
compurtera Wttfg pleaied (o anpnjftE»a(i4>«e(hji km coBI patlaDs Ihrme Aieri ST 
calkd PagaSliwun PH|j#SliTOn doHs erty t14B (♦■ya.T-eiJ-i.Mj ana, n 

wfcs with, an Aliri ItMOST and a SeknsTu BP-ipOAl prLninr, ywj dmi t» uji (uvj 
running with 3 ramptetn eytWrn- kr leas «w) £.1000 S(!ihe df lha 4*atLra 4il 
PigeSlrem ara luhKr tq lha fiaHL K ym wnuld Ilk* (klidie> infrjnnahDn on Ihl* 
proflrern. otyripirte raluyn th* ccwpc-i betm. Icklnfl rTa TJTP" bCb. in Ihe came. 


TeKT-FlOW AflOUNO -QHihPtllCS 
ROTATItm OF TEXT A fiRAPMICa 
Slant or twist aiiv oBjSCt 
POSTSCHIFT COHRATWLe 
TAG FUNCTION 
WJTO/MAHUAL JtERNINO S HTPHeNATlON 
□ROUPilvG Of Objects 


A 

ATARI 



The range ol Atari ST pompulerg uhera soniebhjng for eyepyon^. Fronn the ^ariHie. anibuskist 
■Nho wants the challenge of the vsry beet m artaOe attipn, to the humiieasfhfm who 'wante to 
mftte ftaariclal roracssts or faulfleBS iWMntaliora. The ST ofFars high quality graphics 
sound aim j^d for the gaiw. y^hitet proultting a last, user friendly and affoinJable Bblutlori 
to bueineea. The ST is now fimity eBtflfclished in the home erwinjiunent and boaata e wpalth 
dl uaef 3 in education, toeal igcivdrnnwnt. laleylBiQn, and a -y-Efiely of dilfei^nt businaaaeB. 
SoFtwame for the rang^ 5 trBilche& to tsov^r applicahona ae diiarsa as ENTERTAINMENT 
ACCOUNTS. ART, GOMMUWICATiONE, COfyiPUTER AIDED DESIGN, DATABASES' 
™^T 0 P PUBLISHING, EDUCATIOtN, MC&IG. PROGRAMMING. SPflEADSNEETS, IWQflD 
PfrOCESSING and more. For a full list of the software available, aa wait ae tfetails of the ST 
raek^, M*npleta and return the coupon below. .m nmm ftaviau ftiv 


S20ST-FM EXPLORER PACK 

WITH BUILT-IN 1Mb DISK DRIVE 



The valuft for manBy cifferie <3 by IhB AtBri ST rBflectecI In |Ne EKpIcror Pack 

le-alurtng tha 52 QST-FM computBr with 512 K RAM. The SJOST-FM ormputer now 
cornea -wilh b budFin 1 Mb double Sidecf disk drfuie as well as a tree rtyouse ooptroller 
Bi^ R built-in TV modulatg-r. The haw 52 aST-FM fixplOrer Pack includes the 520 ST- 
Fm computBr, the arcatJe ^ma HanBrama, a lulDrial pfckgram and some useful 
desktop acceswries. if* addition, |if ■you buy tfiE Explorer Pack from Silica wQ will 
grve you Ibe SiHca ST Starter KH worth ovaf £? 00 , FREE OF CHARGE Ratunn the 
coupon for ttetails cl our Starter Kit and of the full ST range. 



t SM124 mono monilor: £398 


T SC1224 colour moni-tor: E59S {Ilf 


WHY SILICA SHOP? 


eflhpf-e you dflOSJfr wDen Hj buy your rimr Alan SI 
UmputBf. we H/ggeel ychi Unsber wry {:jr«1ully WHERE 
ymi buy A Thoia are MANY Mm|Mnins wbg can Ottef 
yeu i computer, a km pareherBlt wkI the bq tr leiirg 
lidK Therg jjPB FEWER etnvaiHi; who can offer B wide 
range of p[utlut:l? tor youi POrnputer artd eipeit adilM 
end Ihfilp whhn yau need It TherB ii QhLV OJE 
wm[mny i*tw Em prankte ihp leitjeH range ol Alan ST 
ihlaibd nrodurts m the Ult, a Ml limn Atm St 3p*cdlia 
teohnicaJ .no^hne inp kHiepth altfir ^n- iuppol. Inc- 
Artm^i tree oeyraleniiis and tnoohUiiBe dBlwkied Id yajr 
ddbr tor 3* long bE- yOb reCjuitF aher ygu pdrcTeae yiixi' 
(MtnpiilHr Thai dt* ccurpmy iB Silka Shop, we haya 
been esiBbllatied in Ihe Hcrntoompuliarlleld Tet Crr -y^r^ 
w4h an annum lumowf in eitcra nf Jd mlllioy! -md Em 
now ElBim Id iTHit our EUEtohners terjuramBtih *lth m 
Bixuracy md undtmandng etilctl h seEunS bp non? 
Blit ekjnl JUH leke (Xk ward lor K Oomptele end roAim 
the aaupen Wuiy hyr our iBiBU Ifieraluri; md te^h lO 
Ewf# isn» ihe Siiqa Shop apeofllisl AlBri serwra 


SiiLik^A j-nffTTN- ftfT: Wcml* a™r fSDO. FHEF 
wilh BuBry Alan ST CDmouInrlpousiM Irem Sikeu. 
■^OFSSSiOHM. MCA: Fr» buErwi- anhviBi* 
w«h 1 (Mtt 5 T-TM and MEGA ST's bOuuht Iram Slllci. 
-OFPfCATTD ^b^CmiC: T futl-liTn Alan Iralnorl 
slih wi|h -yean- dT cnpwliHice pn hiuri wviarig 

TWFifU STOCK flAWef,' All ol ynuT Abiri 
naquInBoiBrta Tram cno plicn. 

AFFIB SAJlfS- £l/PPOf}T; Tlio it«t 1 at Bllicfl *rB 
dMieiftKl 1 b help ymj gvi Ihp twit Imni -yaur E,T. 
FHEE iCyHi-OfiliA^S-- MBiW dirwS to-your hpmB 
*4 ^(Hjn *1 wr nrnl itnm, rBrilonir^g aftBrs as. wall 
Jb lA o 4 ihu mw releases 

Fffire CUfTflWaNTflKfreflr; On an hard.niv 
OitMrt Shipped within lha IJIA WA^imd. 

FfiKlE MATCH Wf-OiKSlE' We will mulch oofnp- 
BliUTB on e -sim* pfodvci rainr- pnoe' bovs 

met TECHNICAL HELPUNE- FUI lirvie leBm ol 
Alan 4 eKtT«lcjl Bkoeru BlHayi- at ybur urvioB 


FREE SILICA STARTER KIT 
WORTH OVER £200 

WITH EVERY ST - RETURN COUPON FOR DETAILS 

ALL PRICES QUOTED INCLUDE FREE UK DELIVERY 


YOU OWN AN ATARI 


you sruMby own an Atan ST ocfliputer and vraulu Ilk* lo be regislerad on dui nkaiiirm iiBlnan 
cl™ ™ Pi^AMd Is eend you copies ot our p4i&a lists and nywolaiters 

FPEC OF CHARCt 34 they b&COhit availably Complele the DDuptJin anfl reium it to rair Sidoup 
tM-anbh BPd begin eaperlaincing a speoialifil ST Jorvioo that 13 flecpnn Ip nonn. 


To' Silica Shop Ltd, Depi PSJX 0489 1-4 The Meiws, HaHierley Road, Sidcup, Kent DA 14 4 DX 

PLEASE SEND FREE LITERATURE ON THE ATARI ST 


SILICA SHOP: 


SIDCUP tVla.il Or<aor!J . 01-300 1111 

f-4 Tffc Me>vffs, Hatherfi»y Ffoad. Sidcufi. K&nt. DAt4 4DX 
OPEN: MQflf-SAT 93rn - S.SCfem LATE AfifaWT: ^PftQAYBani - 7pjn 


LOPilDON . 01-5 SO 4000 

52 Toit&nfiam Cot/rT faro-aef. jLoiTcf£ 3 rt, WfP OBA 
OPEN: A/QN^SAT S.-SOam -S.C>6p^ LATE fiiOMT: NONE _ 


Mr/Mrs/Ms: 


Initials; 


Surnarnef,; 


LONDOM 01-639 1234 ext 3914 

f 4 sf ffoorK Oxford Street, tendon, WtA TAB 
OP^iV: ^ON-SAT Sam - ^.UQpm LATE N/gfiT; n-fL/RSDAy Sflm - 8pm 


. Poat-cod-e; 

Do you flIrCrady awn a qompmei' en 

Ji^l SQ. whichi one do you Own? . DTP 


rp dJ 














































































































MGE 6 ACCESSORY SHOP 


BOOKS, DUST COVERS and P.D. SOFTWARE 

HUNDREDS OF ITEMS IN OUR FREE CA TALOG 





P.O. BOX 54, STAFFORD, ST16 1DR, ENGLAND 


^ I ATARI ST 


mm 


FiWM 




6 [ari 


GREAT 


GREAT 


tOUCm 

4 «ti 


FLIGHT 


FUGHT 


lAOYENTUBES 


adventures 






ST 


App 4 lcG 


Just a few of the books in stock for both XL/XE and ST 

DUST 


XL/XE ST 

PUBLIC DOMAIN CU V CRS PUBLIC DOMAIN 




C^fFulir'' r n i / -I , 












D 








We were doing Public Domain 
for the ST long before |he Others 
* why buy our software from 
someone else when you can buy 
the host direct? 


utar 


4., bpirui^r I \\ 


' Cm.., 

, «iEiwi «r 




The largest selection of PD sof¬ 
tware available anywhere - 
prices from C2,50 


DISTRIBUTORS for 
FASTER ST DISK 
ST NEWS 

The World's best disk based 
ST magazines 


Ellery imaginabie- 
dust cover 


i ol®® 


Telephone 0785 213928 Catalog HOTLINE 0785 57005 










































